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EXPAND THE CAPABILITIES 
OF YOUR 8 BIT SYSTEM 

Expanding the 1050 disk drive's strength is what ICD's US Doubler is all about. A true 
performer in the area of hardware modifications, this chip set quickly transforms your Atan 
into a powerhouse, radiating with innovative features never before possessed by a 1050, 
Features like true double density for greater storage, single and dual density support, an 
accelerated i/O rate designed to triple your speed when combined with SpartaDOS and full 
compatibility with existing Atari software. 




US Double* 



US Doubler two chip set and fitting instructions 



£29.95 



This Disk Operating System has been widely acclaimed as the best DOS for the 8 bit Atan 
range SpartaDOS from ICD supports everything from 810 disk drives through RAM disks 
to hard disks A special menu allows rapid transfer, erasure and locking or unlocking of files 
using only the Space Bar, Option, Start and Select keys. The utility package supplied also 
features a 32 character keyboard buffer, intelligent switching between disk densities, a 
binary file game menu, subdirectories and time/date file stamping. 

SpartaDOS complete with 1 75 page manual J29*9 5 

THE PERFECT COMBINATION - SPARTADOS AND US DOUBLER - ONLY £49.95 




MP 



SpartaDOS 
Construction Set 




Now you're no longer limited to Atari compatible printers and modems. The P:R: Connection 
plugs directly into the serial disk drive port of any 8 bit Atari computer and provides the user 
with a standard Centronics printer interface and two RS-232 serial ports. It also draws its 
power from your computer which means one less cord fighting for a power point while its 
compact size leaves your work space virtually clutter free 

The P:R: Connection's serial ports use a fully compatible R: handler and resemble those ot 
the 850 interface with the same signals and functions. 



£69.95 



£29,95 




^Connection ™ Connection and manual 

Supras Microprint is a parallel printer interface for the Atari 8 bit series of computers which MjCrO 
plugs into the computers serial peripheral port and then directly into the printer. Itworks with 
most parallel printers and 8 bit software and includes a built in printer cable. 
MicroPrint 

The SupraDrive AT 20Mb hard disk for the Atari XL and XE series connects directly to the 
computers paraiielbus, allowing high speed data transfer rates of 8 10,000 bytes per second 
[approximately 10-15 times faster than the normal Atari drives). 
The SupraDrive AT stores more than the equivalent of 200 single density Atan disks andean 
access any information within milliseconds. All this adds up to an extremely efficient system 
forthe serious Atari 8 bit owner. The SupraDrive AT is supplied with hard disk interface, built- 
in power supply, manual and SpartaDOS. 

SupraDrive AT ready to plug in and use 

Rambo XL transforms your 800XL into a mighty 256K computer and makes it memory 
compatible with the 130XE. Now your XL can support Basic XE extended mode or the 
standard RAM disk supplied with Atari DOS 2.5. With the RD. COM handler supplied with 
SpartaDOS you get a 192K RAM disk - enough to duplicate a full double density disk in one 
pass! You must supply eight 256K DRAMS and the DOS of your choice. 

Rambo XL with fitting i nstructions 

Frontier ALL pr,ces include vat and deuvery 

SOltWare P.O. Box 113, Harrogate, North Yorkshire, HG2 QBE, England. Telephone: 0423 67140 




RAMBO XL 
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News 5 

All the latest from the ever-changing world of the Atari 8 bit. 

Programmers * Challenge 9 

A new series to test your skill at creating computer algorithms. 

Basic Re vealed J 0 

An in-depth look at how your Atari's built-in language works. 

Software Solutions 13 

Our resident expert helps to solve your programming problems. 

Disc Database is 

A handy utility to keep track of all your discs' contents. 

Dam Trouble is 

Can you save Floodsville from disaster in our fast action game? 

3D Plotter 23 

3D wire frame graphics made easy with this superb routine. 

Profile 25 

Meet Zeppelin, a new software house supporting the 8 bit Atari, 

MicroLink Ne ws 27 

More about Britain's nationwide online database for micros. 

Rouloc 29 

More amazing exploits with our resident Atari adventurer. 

Map 32 

Plot your route with our guide to Mercenary : The Second city. 

Reviews 35 

Our evaluation team takes a look at the latest software releases. 

Win ts and Tips 4 1 

Get more fun out of the top games with help from our readers, 

Spellbound 42 

The full solution to Mastertronic's devious graphical fantasy. 

Five Liners 44 

More pnze-winntng mini programs sent in by our clever readers. 

Three Card Brag 4 7 

Pull up a chair pardner and take part in our Western card game. 

Eas v Programming 52 

More help with Atari Basic: We look at Control characters, 

Mailbag 57 

The chance to get your news, views and name in print. 




Add TEN new commands 
to A tari Basic with this 
latest package from 
Atari User, 



SEE PAGE 22 
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The phenomenal growth in demand 
for Atari computers means a much 
bigger home for the BIG show . . . 



Hi 



Alexandra Palace 




Wood 
Green 






London 
N22 

Organised by 
Database 
Exhibitions 



in 



Friday 

22 

April 
I Oam-tipm 




Sunday 

24 

April 

10am-4pm 



THREE action-packed 
da ys for Atari owners! 



The spectacular Alexandra Palace 
represents a new showcase for the 
fa st est -growing range of computers 
on the market. 

From the exciting games console to 
the ever-popular 8-bit Atari and the 
sensational Mega ST, they'll all be 
there at the Atari User Show I 

Some of the very latest software 
will be on show for the first time. 




And that means you can enjoy unique 
hands-on experience of programs 
everyone will soon be talking about. 

You'll find some of the best prices 
around for blank discs, disc boxes and 
other accessories, learn about the many 
opportunities to expand your computer 
system, get helpful advice from some of 
Britain's leading experts, and so much 
morel 



Haw to get there 



It's » easy to get to the show - 
by car, rail, underground or bus. 
Alexandra P*tace hai its own 
British Hail station, whisking 
visitors to and from King s Cross 
in just nine minutes. And there's 
a free bus service shuttling 
between Italian and show a very 
10 minutes. If you re Era veiling 
by road the show is only 1 5 
minutes away from junction 25 
on the M25 - and ail caJ" parking 
is free. 



Cut the queues and 
save £1 per head — 
with this advance 
ticket order 



m 

f 



Your advance ticket order 



fltaetftf suppty: 

□ Adult tickets at 12 tea ve E I ) ....... £ 

fOfftry fifuf Wi-^.V tiTtcrt\ get ftyr fifth FREE*} 

□ Under- 16s tickets at £ ! (save SI 1 1 £ 

fQftter faff under- ifa rictett. Oft the fflW Wffl 



Total L 



□ I enclose a cheque made payable to 
Database EKhibirions 



□ Flea&f debit my 
Acce5SjVf5a card no: 



Expiry date 1 



J_II_L 



Arimftsfon at tfw/v Advance tlckat orders 
£j fadtitttfr mutt be received by 

€2 {under l&sj Wednesday, April 13- 




Name 



— I 



The West Hall 

Alexandra] Palace, Alexandra Park 
Wood Green, London NZ2 
April 22-24, 1 WE 

Past to: -Afcw/ t/*er Jhpw Tickets, 
Europe Hvtise, Arlington Fnrk r 
Adffngton, Macctesffefd SKfO 



Postcode Sig/fd 

A271 

PHONE ORDERS: Ring Show HoJf|n«: 0625 579920 
PRESTEL ORDERS; KEY *89, THEN * 14568383 
MIC RO LINK ORDERS: MAJLBOX 72:MAG001 

Weaje qwoA? credit card number axict fult Jtitfress A3Q3 




death row 

A BUDGET price multi-level 
shoot- em -up - Zybex - has 
been announced by Zep- 
pelin Games (091 2H1 4401). 

Zybex, a two- player on- 
screen game, sets you on an 
almost suicidal mission to 
escape death row. To earn a 
stay of execution you must 
penetrate the heart of many 
strange worlds and collect 
teleport crystals. 

Each crystal gives access 
another level even more dif- 
ficult than the fast, Your goal 



w *■ *g fip c= 

' I- .'' 0 ' ' 1. 
vr * m ■ 1 



# * * *f ^ 



is to reach the ultimate level 
and face the find challenge - 
Zybex. 

The last crystal is all pow- 
erful and will ensure the 
removal of the death ring 
around your neck. 

To achieve success you 
have to shoot your way 
through several bizarre and 
colourful waves of aliens, 
and find exotic weapons 
with differing powers. 

Zybex boasts fast scrol- 
ling and superb sound 




Zybex; Leva! 8 

effects. Company policy is 
quality software at a budget 
price - hence the tag of just 
£2.99 on cassette from Zep- 
pelin Games, 





Try flying a 
Mosquito 

THE latest fighter simulation 
game for the Atari 8 hit — 
Ace of Aces - has beers 
released by US Gold (021 
356 3388} 

The program captures the 
spirit -and puts you in the 
cockpit — of the Mosquito 
RAF fighter bomber of 
World War ft 

Your task is to down Nazi 
bombers, sink U-boats, 
outrun 1/7 rockets and stop 
enemy trains. 

Fuel and weapons have to 
be chosen wisely, as once 
you're on a mission there is 
no going back. 

Price' £9,99 on cassette 
and £74 99 on disc r 



More 8 bit games 
in the pipeline 



DESPITE rumours to the 
contrary, Atari is stilt 
committed to supporting 
the 8 bit games market. 

Certainly the company is 
back in the software 
producing field itself after a 
layoff of more than a year. 
That's confirmed by the 
recent appearance on tape 
of Twilight World, the 
forthcoming release of 
Thunderfox, and the pros- 
pect of popular titles being 
re-released on cartridge. 

But some software devel- 
opers are less than 
impressed with the level of 
support Atari Is prepared to 
provide r and note that the 
company seems to be direc- 
ting most of its attention to 
the 16-bit market. And that 
in turn could mean less Atari 
softwa re. 

Red Rat r which has just 
launched two twin-packs - 
Planet Attack/Mad Jax and 



Space Wars/Dread naught - 
is keeping a watchful eye on 

sales. 

"If these two die the death 
that'll be it", said Red Rat s 
Harry Nariler, "though if a 
really good 8 bit game came 
through we'd try again". 

The problem - if there is 
one - seems to lie with dis- 
tributors rather than with 
the software houses or the 
buying public. 

And with a diminishing 
number of companies 
prepared to import soft- 
ware. Atari users are miss- 
ing out on a wealth of titles 
available in the States. 

Recent releases include 
Top Gunner from Micro- 
Prose at S19.99 and Chess- 
master 2000 from Electronic 
Arts at $29.99. Given the 
current strength of the 
dollar, at those prices it's 
worth thinking about buying 
direct. 



Bigger venue needed for 

next Atari show 



EACH successive Atari User 
Show has left organisers 
Database Exhibitions with a 
happy problem - how to 
find a bigger, better venue 
for the next one. 

An ever-growing army of 
exhibitors and visitors 
means the event has const- 
antly had be on the move to 
larger premises. 

Another big increase in 
demand for space has dic- 
tated that the impressive 
West Hall of Alexandra 
PaFace, London,, will stage 
the next show in the series 
from April 22 to 24. 

Other premises that had 
coped well enough on 
previous occasions could 



not meet the additional 
requirements - they had 
quite literally run out of 
space for expansion. 

It wasn't easy finding a 
new location that was both 
large enough to cope with 
huge numbers of visitors r 
yet prestigious enough to 
complement the event. Hap- 
pily, Alexandra Palace fits, 
the bill in both cases. 

Set in 296 acres of rolling 
cou ntryside, Alexandra 
Palace has been completely 
renovated after the devas- 



tating fire in 1980, 

It is one of the most flex- 
ible display areas in the UK 
with more than 2,500 sq 
metres of exhibition space. 

So there will be no 
shortage of room for the 
hundreds of hardware and 
software special offers 
exhibitors have promised to 
bring along for Atari users. 

The Atari Show runs from 
Friday, April 22 to Sunday, 
April 24. A money saving 
advance ticket order form is 
on Page 61, 
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PAGE 6 has been supporting Atari 
computers for 5 years - coverage now 
includes both 8-bit and ST. Get the latest 
copy from your local newsagent or by 
subscribing. 

We also support our readers in many other 
ways. 

* All 8 -bit magazine programs on disk 
with bonus programs included 

* Books for beginners to experts 

* Dust covers for all Atari equipment 

* The widest range of Atari public 
domain software available anywhere 



Phone us on 0785 57005 for further details 
or visit your local newsagent today 



D 



'LETS ME CONTACT 
NMNPRCftS OF NEW FRIENDS 

NEVER TUDi4aHT 7WT 
COMPUTERS C04LP BE 
I RECKON I'LL STAV JN 3tt€H HAN 

EVENING £\E SET A 

70 HAPPENS — r** i £ 



lvwo CDtfU> 7H#r 

HAVE StCN.S 30tfN&5 
tNTEJRESTMS! 



NOW THAT 1 HAVE 
*D£SfRE ' TO- NEVEf? 
SPEND ANOTHER 
EVEN/N& WAIQNEJ 



La 



ijyfirf/ 



■f'S KtuH Nfrf 
MLKING fD run 



A; 



HOW DEBBIE MET A STRANGER! 



'Desire' is like an intimate conversation 
on your PC screen! Jyst phone in and 
join in for hours of enjoyment. There's no 
enrolment fee — just one phone call via 
your modem puts you through to a new 
world of handy services and fun things to 
do, Take a took at the menu , . . 

Charge Rale 3Sp Inc. VAT peak & ZSp Inc. VAT 
per mln. off peak. 

LONDON E14 9TW PHONE NOW 



CHATTER BOX The interactive message board. Say what you want to say — 
stir up a hornets' nest, start up a friendship! See the immediate response! 

MAILBOX A handy way to leave messages with friends. 

DESIRE CLASSIFIEDS The perfect place to sell your old computers, or find 
atop computer job! 

GRAFFITI CORNER Whatever iron want to say, here's where to say it! 

DEBBIE DESIRE'S PROBLEM RAGE Personal, emotional or sexual 
problems answered. 
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Toolkit boost 
for old Basic 



AT last the gap between the 
old Atari Basic and the new 
up-to-date Basic XL/XE car- 
tridges has been reduced - 
by a new low -cost software 
package from Atari User, 

A major criticism of Atari 
computers over the years 
has been its less-thaiv 
powerful Basic program- 
ming language, which lacks 
such rudimentary com- 
mands as Renumber and 
Delete. 

The Toolkit utility, writter 
by Mfck Randle, remedies 
these deficiencies - and 
enhances Atari Basic's 
capabilities as well. 

Designed to work on the 
XL/XE machines and the 
new XE Games Console r the 
Toolkit only takes up 128 
bytes of user ram. This is 
achieved by placing the 
main program into the area 
of ram below the Basic rom 
chip and bank switching 
when required. 

When a Basic program is 
run the Toolkit will switch 
off and to re-enable it you 
simply press System Reset. 
A help file explaining the 
Toolkit can be found on the 
disc or tape. 

And once it s installed in 
the computer you will have 
10 new direct-mode Basic 
commands at your finger- 
tips. 

Toolkit's commands 
provide more control over 
variables, allowing you to 
change their names r or to 
view each name in memory 



together with the line that it 
appears on. 

And immediate access to 
drive directories from Basic 
is now possible. A single 
command will turn the key- 
board click on or off, and a 
useful built-in checksum 
program sits in memory all 
the time. 

Editing is easier loo, with 

commands to delete any 
number of lines r renumber 
Basic program lines in any 
increment and to auto- 
matically strip all REM state- 
ments from your program 
listings. 

The Listincj command 
provides a full printout of 
the Atari control characters 
on an Epson-compatible 
printer, and the program 
also offers decimal, 
hexadecimal and - binary 
conversion from Basic. 

It also provides full Eng- 
lish error messages, exten- 
sive built-in user input error 
checking and a forgiving 
command syntax. 

Price £7,95 disc, £5.95 
cassette. 




Mick Randfe, the author 



The job's taped 



IN search of a production 
team for an idea that's still 
under wraps, Hewson (0235 
832939) has come up with 
the novel idea of sending an 
audio cassette to interested 
candidates. 

The cassette lays down 
the job specifications - as 
you'd expect - but the voice 
over has to contend with a 
battery of sound effects 
gleaned from Hewson's 



previous best-selling titles, 

Project Four - a five 
format game for 8 and 16 bit 
machines - isn't scheduled 
for release until September, 
but the concept is already 
drawn up. 

AIIJHewson needs now is 
a Project Four team 

They're looking for a 
leader, two coders, a 
graphic artist and a free- 
lance musician. 
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TITLE 

(Software House) 


PHICE 


HENRY'S HOUSE 

Mastertronic 


1.99 


ACE OF ACES 

US Gold 


9.99 


180 

Mastertronic 


2.99 


TRANSMUTER 

Code Masters 


1.99 


FOOTBALLER OF THE YEAR 

■ UU 1 UnLLLIl vi 1 I lb 1 knit 

Grsmfin 


9.95 


DIZZY DICE 

Players 


1.99 j 


STORM 

Mastertonic 


1.99 


PANTHER 

i n i v 1 1 ibi i 

Mastertronic 


1.99 


SOCCER 

V w \jp \f tall 

Alternative 


1.99 


RIVER RAID 

■ ii w hi i, i trirfe^ 

Firebird 


1.99 


CASTLE TOP 

Alternative 


1.99 


POLE POSITION 

Atari 


12.99 


DECATHLON 

kVI m 1 "1 1 \ir ■ ■ 

Firebird 


1.99 


SPACE SHUTTLE 

Firebird 


1.99 


i LEADERB0ARD 

Access/US Gold 


9.95 


UNIVERSAL HERO 

\J 111 w tail LVnL 1 1 1— 1 IV 

Mastertronic 


1.99 


BMX SIMULATOR 

Code Masters 


1.99 


SILENT SERVICE 

Mfcroprose 


9.95 


ON CUE 

Mastertronic 


2.99 


BASIL THE GREAT MOUSE 

DETECTIVE Gremlin Graphics 


9.99 



Compiled by Gsliup/Microscope 



NINE new entries in this month's chart with the spectacular 
Ace of Aces going straight to the number two slot. Alterna- 
tive, Gremlin and Firebird have each got two new titles in 
the Top 20. 

Atari is bringing out new titles in addition to the charting 
Pole Position - look out for Thunderfox coming soon. 
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Link your Atari to the outside world with.,. 




Electronic mail - The cheapest 
and fastest form of 
communication possible. It costs 
the same to send a message to 
one mailbox as to 500! 

Telex - Link up with 96,000 telex 
subscribers in the UK and 1,5 
million worldwide. You can even 
send and receive telexes after 
office hours or while travelling. 

Teleme&sages — Type in your 
message before 3pm and 
delivery is guaranteed by first 
posl i he next day (except Sunday), 
anywhere in the UK and USA. 

Tele -boo kinq - Reserve train and 
theatre tickets, check flight details 
worldwide, or order from a vast 
range of products - from flowers 
to floppy discs, 

Telesoftware - Download directly 
into your Atari any program from 
the ever-growing library now 
available on MicroLink - both 
games and utilities. 

Company searches - Obtain facts 
about any British limited 
company in seconds, and fully 
analysed financial information on 
over 100,000 major companies, 

Translation- Access the biggest 
and most up-to-date 
multi-lingual dictionary 
in the world, with 
over 330,000 words. 

News - Use the powerful search 
commands to pinpoint vital 
business information from the 
world's leading news services, 
newspapers and periodicals. 

Radiopaging - If you also have a 
pocket radiopager you'll be 
alerted each time an urgent 
message arrives in ynur mailbox. 
So you're always in touch. 

Gateways - Get through to New 
York in just five seconds - or key 
into the EEC computer in 
Luxembourg, which links you to 
600 databases throughout Europe. 



When you join MicroLink you've got 
the world of communications at 
your fingertips - 24 hours a day. 
You'll have immediate access to 
ALL the facilities offered by 
Telecom Gold ... and a great deal 
more besides. 





Two recommended packages 



ft you h#ve sn BSD interface; 

Pace Nightingale manual modem 
+ cable (H16.15) PLUS Mini 
Office II (€19.95}. 
Total price: £136 10. 

tf y&u don't have an interface: 

Miracle WS2000 V21, V23 modem 
+ Datatgri interface + cable + 
Datatari software. 
Tata! price" £749,35. 

■ 

With either combination you can 
also log on to other databases 
and bulletin boards all round the 
world. 



All you need - apart from your Atari 
- is a modem, which plugs into your 
telephone wall socket, plus suitable 
com muni cations software. 

We have provided two possible 
options on the left 

Whichever equipment you use, 
you will be able to call MicroLink, 
open your mailbox, save to disc any 
messages waiting for you, and dis- 
connect in as little as two minutes- 




More than 
90 per cent 
of subscribers 
can connect to 
the MicroLink 
computer at 
local call 
rates. 



4 



TO FIND OUT fVIORE 
Fill in tha coupon and 
send it to the address 
below. Vou will receive 
full details of services 
and costs, together with 
an application form. 
Complete this and 
within days you and 
your Atari will be able 
to use all the services of 
MicroLink and Telecom j 
Gold j 



Please send me full details about MicroLink, and information 
shaats. about the following hardware and software options; 
(please tick); 

H Pace package n Miracle package 



Name. 



Address. 



Postcode. 



Send to: Micro Link, Euro pa House, Adtington Park, 
Arlington, Macclesfield SKID 5WP. 

ATU3 




It's a 
challenge! 





Mike Cook 
throws down the 
programming gauntlet 
to all our readers 



YOU are down on your luck, standing 
looking at the roulette wheel, when a 
shady character tugs at your sleeve. 
After exchanging a few pleasantries 
he persuades you to slip outside 
where he will tell you something to 
your advantage. 

So after cashing your remaining 
chips you follow him out to the alley 
behind the casino. He whispers in 
your ear: "For just a pony, Guv, I can 
tell you my foolproof plan to win". 

Maybe it's the drink that softens 
your heart H or maybe it's the six-inch 
stiletto knife you feel poking through 
hfs coat into yours, but you decide to 
give him his money and listen to his 
advice. 

JJ It's all very simple", he says, pus- 
hing the money into his overcoat 
pocket without even bothering to 
count it, 'Just bet on the red". 

Feeling cheated, you ask what hap- 
pens if you lose. "Even simpler", he 
replies, "bet on the red again, but this 
time double your stake. If you lose 
again, double again, eventually you 
will win because red is an even money 
chance", 

He continues: "When you count 
your winnings you will find that you 
are up by your original stake. Drop 
your bet down again and do it all over 
again. You can't lose". 

With that he slips into the night and 
you wander home to think about what 
he has said. Any bet on the red, or the 
black for that matter, pays even 
money - what you bet plus your stake 
back. 

So if you bet a pound and lose, then 
bet two pounds and win, you get four 
pounds but have only paid out three - 



one for the first bet and two for the 
second. As the roulette wheel 
comprises black and red numbers in 
equal amounts, a red is bound to 
come up sooner or later. It's true r you 
can't lose! 

However, you then remember the 
green - number zero, It's only one 
place on the wheel, but when that 
comes up the house wins all bets. That 
nudges the odds of the red coming up 
slightly away from even, but that is 
onfy one chance in 37. 

Yes, it sounds like a really good 
scheme, so you go to bed dreaming of 
what you will spend your money on. 

In the morning, once your head has 
cleared, you begin to think and 
wonder why, if it is that easy, had that 
man not done it and made himself a 
fortune? 

Glancing over to your trusty Atari 
micro you decide to try it out first with 
pretend money by writing a program 
to simulate a roulette wheel and test 
this strategy. 

You want to try this not once but 
many times to ensure it is no fluke. 
You need to know how many bets it 
will take to recover your initial outlay 
of £25 to the man. 

What is the best size of bet? The 
larger the bet \ no faster you will make 
money but also, the more money you 
will need when doubling. How much 
stake money will you have to have in 
reserve.? Is it practical? 



• So it's over to you. Can you write 
the necessary program? ff you have 
problems, next month's hints wiit 
h&fp. 
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HAVE you ever been sitting at your 
keyboard at three o'clock in the 
morning, staring blearv-eyed at a 
somewhat fuzzy looking television? 
10 PRUNT "DONE" you type through 
ha If -closed eyes... 

The result is error - PRUNT indeed! 
And as you re-type the offending line, 
your faithful friend Basic continues to 
monitor your progress, letting you 
know whenever your fingers slip off 
the keys until finally sleep overtakes 
you and you slump over the keyboard^ 

The other effect that post-midnight 
programming has on the cerebral 
cortex is to make your brain wander 
off at a tangent to the job in hand - 
end so it was one cold night about five 
years ago when I suddenly thought 
"How does it do it?". 

Or more specif ical I y r how does 
Basic manage to check your typing so 
quickly and r come to that, what does it 
do with the line you've typed anyway? 



Tokenisati 



After some research I had established 
the fact that a process known as 
tok&nf$3tfQn was at work. It seemed 
that when you type: 

19 PAINT 

the computer actually stores the 
numbers I0 r 0, 6, 6, 32 and 22 in 
memory. Hang on a minute r I hear you 
cry, that's only six bytes of data stored 
-and our program line is eight charac- 
ters long. No wonder those programs 
only seem to work properly six out of 
eight times. 

Well r what Basic is doing is making 
up a much shorter, coded r version of 
your line. In fact, the word PRINT itself 
is represented by just a single number 
32 - known as a token. The first two 
bytes represent the line number and 
are folio woo. by two length indicator 
bytes - both are six in this case 
because the coded line is a total of six 
bytes long. The line ends with a termi- 
nator byte - the final 22, 

But why bother? What's the matter 
with storing the whole line of text. 
Well, there are a number of advan- 
tages to tokeni&ing, In fact you've 
already seen a couple of them. To start 
with the stored version of the line is 
shorter than the original text — often 
by a considerable amount- Consider a 
line such as: 

H0B0 POSITION XDISTANCE^^ftlSTANCC 

As a piece of text this line is 35 



So you want 
to understand 

Basic better . 



No time like the present — start 
right now with ANDRE WILLEY 



characters long, including the carriage 
return at the end. Tokenised it 
becomes just nine bytes of data - and 
so uses just one quarter of the 
memory space which would other- 
wise have been required, On average, 
a tokenised line is about one-half to 
two-thirds the size of the original text 
version - depending on such factors 
as the length of variable names and 
how long the command words are. 

Also, when the token isation process 
takes place any incorrect statements 
will immediately be flagged as ERROR 
lines, thus giving you an instant indi- 
cation of both the fact that you made a 
mistake and also the position within 
the line where the tokeniser couldn't 
find the syntax it was expecting. 

Many computers will let you enter 
anything at all as a program line even 
if it's complete rubbish - as is often 
the case at 3 o'clock in the morning - 
and you won't find out until you run 
the program. 



peed advantage 




There is also an execution speed 
advantage to tokenised programs. The 
theory goes that the machine code 
routine to look up a single byte from a 
token table is very much faster than 
the code that would have to be used to 
search an entire Ascii text line. 

However, this speed advantage is 
unfortunately lost when you consider 
Atari Basic's maths routines, which 
could hardly be described as particu- 
larly efficient. As with everything else 
In life — you win some, you lose some . 

Basic's tokenisation process goes 
much further than just coding PRINT, 
POSITION and the other major com- 
mands. It also token ises functions and 



operators — such as CHR$ r INT, LEN r 
5QR, VAL and so on - and variables. 
We'll be looking at statements, 
operators and functions in greater 
detail next time, but for now let's see 
how Atari Basic deals with variables. 



Variables 



As an example, consider this sim 
program: 

5 LET NUHBE ft= 1 20 
T0 PHINT NUMBER 

We r ll examine line 5 in a moment, 
but since line 10 is so similar to the 
example we've already looked at let's 
see what difference the variable 
NUMBER makes to the final tokenised 
line. 

Line 10 now tokenises as 10, 0, 7 r 7 t 
32, 128, 22. if you've been following so 
far you'll remember that the initial 10 
and 0 represent the line number, and 
the next two numbers tell us how long 
the tokenised statement is — in this 
case seven bytes. As before, the 32 
means PRINT and the final 22 is an 
end-of-line marker - so somehow 128 
must represent the variable NUMBER. 

In fact, any token with a value over 
127 represents some form of variable 
- which may be a normal numeric 
type, an array or a string. Each time 
you refer to a new variable when 
typing in a program - such as 
NUMBER in our example - a unique 
number is reserved for it. If you enter 
another line which contains a new 
variable name then it would be as- 
sfgned the next free number - 129 in 
this case. 

Since a single byte can only store a 
value of up to 255 we find that Atari 
Basic can thus only cope with 128 vari- 
ables in any given program. 
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The variable names are stored at the 
beginning of the program in a table 
known, rather originally, as the vari- 
able name table. Each time you use a 
variable name when typing in a pro- 
gram Basic scans through each entry 
in the table looking to see whether 
you've used that one before. If you 
have it works out the number of the 
entry and uses it in the tokenised line. 

If it comes to the end of the table 
before finding a match it assumes that 
you have used a brand new variable 
name and this will then be added to 
the end of the list and its number 
recorded for future reference. This 
does mean that a lot of mistyped lines 
can create an awful lot of useless extra 
entries in the variable name table, 
sometimes causing problems with 
more complex programs. 

The quick answer is to LIST your 
program to tape or disc, then type 
NEW and re-ENTER it into memory. 
This will force Basic to create a new 
table containing only the currently 
required variable names. 

While a program is actually running 
Basic never needs to look at the text in 
the name tabJe - since every reference 
to a variable is now coded as a 
number between 128 and 255. In- our 
example, each time the token 128 is 
found it knows that we are referring to 
the variable which we know as 
NUMBER, 

Let s now go back to that first line of 
our program: 

5 LET NUHBER=1 20 

which tokenises into the following 
sequence; 

5, 0, 15, IB, 6, 128, 45, 14, 
65, 18 r 0, 0 r 0, 0, 22 

Looking at the bits we already know 



about, the 5 and the 0 at the start must 
be the line number. The two 1 5s tell us 
that the coded line is 15 bytes long 
and the 22 at the end signals the finish 
of the tokenised line. Since we know 
that the 128 refers to the variable 
NUMBER you will probably have 
realised that the 6 preceeding it must 
therefore mean LET. 

As it follows straight after the vari- 
able name we can safely assume that 
the token 45 is the code for the equals 
sign, which just leaves us with the 
strange sequence 14, 65 r 18, 0, 0, 0 r 0 
to somehow represent the rather 
innocuous looking number 120. 



Atari maths 



This is where the Atari maths system's 
complexities come into their own. 
Whereas most micros allow us to 
store numbers in a couple of different 
ways. Atari Basic allows only the most 
complex of these methods. 

Some languages would allow us to 
place the number 120 into two bytes 
as an integer variable. All this means 
means is that the number is stored in 
memory in much the same way as we 
access memory addresses like the dis- 
play list. To get the final value we take 
the contents of the first byte and then 
add on the second byte times 256. You 
might have seen lines such as; 

Di=PEEK{56fl)*PEEK[561 W56 

which use this very method. 

This integer system has the advan- 
tages of much greater speed and of 
using less memory; but it can't handle 
numbers larger than 65335 or decimal 
fractions such as 1.5 or 0-37. 

The alternative system, the only one 
available in Atari Basic, is known as 
floating point arithmetic which stores 



numbers in a scientific form very like 
the exponential form you might have 
used for large numbers in your own 
programs. If you saw 1.5E4 in a listing 
you would know that it meant 1.5 x 
10* r or 1.5 times 10 r 000. 

The digit 14 in our tokenised line 
simply tells the computer that a 
floating point number follows, and 
this is composed of six bytes. The first 
of these gives sign information — plus 
or minus - and the power of - 
exponent - of the number. The other 
five bytes give the fractional part of 
the number using a system known as 
Binary Coded Decimal. 

This is not as tricky as it sounds and 
all it really means is that each byte 
holds two separate numbers - one in 
the first four bits and the other in the 
second four. 

In our example, the first of these five 
BCD numbers is 18 which gives us the 
binary pattern 0001 0010. The first 
0001 is a one in decimal while the 
second part, 0010, means two. So our 
fractional part is actually 0.12 - see, it 
really isn't as difficult as it looked. 

We finally have to subtract 64 from 
the exponent byte before we use it - 
giving us 65 minus 64 - a grand total 
of one! Rather than using powers of 
10 this system uses powers of 100 to 
make the work simpler so our final 
floating point number is 0.12 times 
100 to the power of one, This is the 
same as 0. 1 2 times 1 00 - or a va lue of 
120, which is what we were hoping 
for. Perhaps you now see why floating 
point maths takes so long compared 
with simple integers, 
• Next month tit be continuing this 
exploration of Atari Basic with a more 
detailed fook at the tokenistng 
process, plus a full breakdown of all 
the available tokens and what they 
represent I might even manage to get 
some sleep in the meantime. 



Mapping your micros memory 



Location 


Labal 


Function 


128/129 
130/131 
132/133 
134/135 
136/137 
138/139 
140/141 
142/143 
144/145 


LOMEM 

VNTP 

VNTD 

WTP 

STMTAB 

STMCUR 

STARP 

RUNSTK 

MEMTOP 


Lowest user-accessible memory address 
Variable Name Table pointer (start address) 
Variable Name Table dummy (end address) 
Variable Value Table pointer (variable contents! 
Statement Table (first address of tokenised program) 
Current statement (Last direct command line) 
String/Array pointer (string/array contents address} 
RunTime stack (internal GOSUB/FOR.. NEXT addresses) 
End of ll Trent Basic program space 



Figure ft Basic's Zero Page Pointer Table 



Now that you have a rough idea of 
how a tokenised program is made 
up, let's take a took at where 
everything can be found in your 
micro's memory, 

All the information we require is 
held in a table of nine two-byte 
addresses held in zero-page 
memory as shown in Figure L Each 
of these is referred to as a pointer 
because you must use the value 

Turn to Paga 12 ^ 



March 79$$ Atert User 11 



► 



< From Page 1 1 

contained within it to point you to 
Bnoth&r memory location. 

As I mentioned before, the 
second byte must be multiplied by 
256 before being added to the first. 
The resulting figure is then the 
address you acta ally require. 

Locations 128/129 point to the 
lowest address in memory that 
Basic is 3 flowed to access 
(LOMEM). This normally would be 
either S700 for a cassette system or 
$1CFC if Dos Z5 is loaded, 

ff you use another type of Dos 
you will find this location points to 
the first free location beyond Qos's 
memory. The next 256 bytes are 
reserved as a temporary work area 
for the token ising routines. 

Locations 130/131 point to the 
address of th& Variable Name 
Table, 256 bytes on from LOMEM. It 
is here that your table of variable 
names will be stored, in the same 
order that you first referred to 
them r 

It is worth noting here that string 
variables have a S sign stored after 
the name and array names are 
followed by a { sign. The fast letter 
or symbol of each name entry is 
converted to inverse video in order 
to let Basic know where one name 
finishes and another begins. 

Locations 132/133 point to the 
first byte after the Variable Name 
Table - which is normally a dummy 
zero byte, ff you type in a tine con- 
taining a new variable name it will 
be stored here and this value 
moved upwards to the end of the 
new name, 

Locations 134/135 point to the 



address of the start of the Variable 
Value Table, It is here that the 
actual contents of your variables 
are stored. Each entry in this table 
is eight bytes long and may contain 
either a floating point number — in 
the case of norma! variables - or a 
further pointer to the actual 
address of strings or arrays. See 
Figure II for more information. 

Locations 136/13? point to the 
address of the token ised program 
itself If you type in the two line 
program we have been considering 
then you can PEEK from this 
address onwards if you want to see 
the token structure for yourself. 

Locations 133/139 point to the 
first byte AFTER the token ised pro- 
gram, it is here that Basic stores 
your direct command lines while it 
works out what to do with them, In 
fact, the last direct command line 
used will always be available here - 
complete with an imaginary tine 



number of 32,763. Try PEEKing the 
address given at 138/ J 39 to find 
out 

Locations 140/141 point to the 
first byte after the current State- 
ment tokens, and it is here that your 
arrays and strings are stored. The 
Variable Value Table, in fact con- 
tains offsets into this area in order 
to access the various elements of 
arrays and strings* 

Locations 142/143 point to 
Basic's runtime stack which will 
hold the return line numbers 
for all the GOSUB statements and 
FOR . . , NEXT loops, 

Finally, locations 144/145 point to 
the very last byte required for use 
by the program — which is also the 
end of the runtime stack. 

Figure lit brings all of this infor- 
mation together and shows how 
these pointers combine to keep 
track of our example program once 
it has been wkenised. 



^\^Byte number: 

Variable 1 ^, 
type 


1 


2 


3 4 5 6 7 8 


Numeric 


00 


Entry 
number 


Sia byte Binary Coded Decimal number 


Array (DIMed) 


65 


Entry 
number 


Offset from 
STARF 


First DIM 
plus 1 


Second DIM 
plus 1 


String (DIMed) 


129 


E ntry 
number 


Offset from 
STARP 


Current 
length 


DIMed 
length 


Array (unDIMed} 


64 


E ntry 
number 


not used 


String (unDIMed) 


128 


Entry 
number 


not used 



Figure ff: Types of entry in the Variable Value Table 



Label 


Name 


Bytes 


Function 


VNTP 


Variable Name Table 


78 85 77 SS 69 210 


Ascii for NUMBER 


VNTD 


Variable Name Table dummy 


0 


Zero byte at end of Variable Name Table 


WTP 


Variable Value Table 


0 0 65 18 0 0 0 0 


BCD contents of variable 0 {NUMBER} =120 


STMTAB 


To ken ised program 


5 0 15 15 6 128 45 14 65 18 00 0 0 22 

10 0 7 7 32 126 22 


6 LET NUMBER = 12D 
10 PRINT NUMBER 


STMCLJR 


Immediate Mode statement 


0 128 21 21 25 15 13 68 51 58 78 
85 77 66 69 82 46 66 65 83 22 


Last direct command used 
Try working it out! 


STARP 


String/Array contents 


(Nonet 




RUNSTK 


Runtime stack 


(None - no program running) 




MEMTOP 


End of reserved program area 


(One byte beyond end of STMCUR) 





Figure Ifl: Areas of memory after a program has bezn tokenised 
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IF, like me, you have numerous discs 
full of software ranging from utilities 
to arcade shoot- r em-ups you will find 
that keeping an ongoing list a bit of a 
toil. But with easy-to-use 
Alphabet. ABC that tedious chore is 
made simpler. You can easily create a 
mini database of the programs on 
your discs and print them in 
alphabetical order. 

When you first run the program you 
are presented with a menu of six 
categories - shown in Table I. When 
you have selected the appropriate one 
- using keys 1 to 6 - you are asked if 
you want to use the international 
character set built-in to the XL/XE 
computers. 

You are then asked whether you 
want to load saved data or continue 
on to the edit mode. If you choose to 
load data type Y and all files on disc 
with the appropriate filename for that 
category will be loaded. 

For example, if the Utilities section 
is chosen, the computer will load all 
files with the name UT at the begin- 
ning. If you choose to go straight to 
the edit mode type N followed by 
Return and the edit screen will appear, 

The number of names that you have 
entered is shown at the top of the 
screen -this will be one when you first 
begin editing. Underneath is the 
filename the data will be saved under. 
You can now enter any information 
about the first file, but remember that 
you are restricted to 35 characters at a 
time. 

The edit line allows you to enter the 
program name f off owed by which disc 
it is on, the side of the disc and 
whether it is loaded from a menu or by 



Categories 


Filenames 


Utilities 


UT. 


Adventures 


AD 


Arcades 


Aft 


Strategy 


ST. 


Simulations 


SI. 


Music & Demos 


MD. 




ALAN 
McLERIMON 

offers the 
ideal utility 
to keep track 
of all your 



Table i: Fife categories and fifenames 



a boot load. When you have entered 
six names the computer saves them to 
disc. If, for example, you chose to 
enter names under the utilities 
category, the first six would be saved 
under the filename UT1.SAV, the 
following six under UT2,SAV and so 
on. 

If at any time you want to finish 
editing and have the data sorted in 
alphabetical order, type D: followed 
by Return. 

The computer will load all files on 
the disc previously saved under this 
category and ask you if you want to 
merge them with the data in memory 
- just type Y or N. The data is then 
sorted alphabetically and you are 
asked if you want to edit any before 
moving on to the next function. After 
this you have the option to print out 
the data. 

You are then asked how many 
columns you want - 80 gives a very 
even and paper-saving printout. When 
the file has been printed you are 



offered the option to save the newly- 
amended data file to disc. 

If you choose to do so you are 
prompted to format a blank disc 
before saving the data - just reply Y or 
N. Remember saving the new data will 
erase any files on the disc with the 
same filenames. 

If at any time during the creation of 
the data file you notice an error, it is 
possible to edit the data. Re-run the 
the program and select to load data 
from disc. Then select Y to edit it and 
enter the number of the file to edit. 
Make the new changes and re-save it. 

The program is set up to work on an 
Atari 1029 printer, but if line 1340 is 
changed to: 

134fl UP R I NT CHRS(27);CHI!t(U);NAHE&;:L 
PRINT JLPRINT 

it will work on any Epson compatible 
printer, 

Turn to Page f 4 ► 
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1 
* 

ft 
ft 

ft 



■4 Fr&m Page 13 

Ifl R£H ft N UKHX H MNNU H ftKMU M K H ICK H KM 
20 HEH * ALPHABET. AM * 

38 ft£N * 

4fl ft EH » 
Si A EH * 
£B REM * 
78 REM * 

60 RFM # COATARI USER 
108 GRAPHICS 9:CLfl 

110 KN=1267QJEE = HiPDKE 75fpWSPSIE 7 

52,4:dot=6 

128 &im ALLS CKX), GAME? MM, HOItft* (2581 r 
C0UATSU3 , VH$ { J) , HEROES £5) ,NAHE$(201 
138 DlH DISKSL18) pCGUHT2lt3),ASf5) ,5AU 
SC3) .PROGRAMS L485 pHEWDATAS (181 LINE* [I 

7i ,*pacE£ti.7i r Tom$cii3 r p*GE$«s3 

149 SETCOLpR 2,4p4:P8J<E 7 52,1 
156 REH If :1 * fT«TW^ K I « fl ilETrWH 

160 WORD J:" DWORDS [258 1 = ri ":HQtiP$(2J- 
NCRDS 

178 ALL$=" " !ALl$ IHXJr" fcl : ALL$(23 -ALL? 
168 REM 3 



EFIING SCREEN ftHD PRINTER 



DftTA INTO STRINGS 



1^0 TOTALS:" 
HA0E A TOTAL flf ":REM 
286 PAGE^"J 



YOU 



23 SPACED 



LEASE CHANGE PA&F ftHP PRE5 



5 Relur 



218 P ROC Bfl -"P HftJa HUE NAME DXiK 

SIDE HEMJ" 

228 LIME 5 = "* r . 

■ ■ ™ ■ ■ j i " 

130 rem a *a * nw i :M*4 i^: 

2*0 7 : POSITION 15 r Z? "ALPHA 

SET . ABC 111 : POSITION 11, 4i? "BY ALAN IfcLE 
fiNON": POSITION 12 P 6;? "fCl ATARI US|R" 

25B position 7,10:? "EBBS! D iOPIilFr 



T££5 



26B POSITION 7,12;? "!il4t! @ 3SC 
17* POSITION 7,14:? "iTm? B jia»MCLj 
ZB8 POSITION 7 P i*;? "gSE Q u.mjffli 



258 POSITION 7,18:' "Jjl+1-1 3 JiMiUMH 

M3HEH" 

108 POSITION 7,1*1? ra 



PftESSlftlFOR SIHUL 



TORS 



318 OPEN B4^ t fl.."K"JHT E4 r K:CL0SE 114 
128 REM 3~ 



IVING DISK FILE HA ME 



PRINTER DrtT A HAHE 



338 POKE 756,224 

348 IF CflflSlKj-'l" THEN DISKS : ,J D : UT 
1 N ARE ^ = 1 L UT IL IT I E 5 ' 1 : SPACE$= JI 
" ; GOTO *!B;ftfM 15 SPACES 
158 IF CURS fP="2" THEN Ul'jf-$- l, \> I AO 1 
i 1 p 3 N AHE £ = "AP UE NT LIRE S 1 1 : SPflCf $ = " 

".GOTO 414? HEM IS SPACES 
768 IF CHHS(Pf)-"J pa THEN E>rSK$ = "D ! AA 
,"{«AM€$-"ARCADE^SSPftCEtz't 

" ! GOTO 418 ! REM 16 SPACER 
77ft IF CHItfCKl- 11 * 11 THEN PJ«*-"D : S7 
. " ! N A Ft S- "5 T Rfl TE & Y' 1 3 iP ACES = " 

":G0T0 410:REM 16 SPACES 
148 IF CMt£ THEN DISKS -"D!MD 

."iNftHESi'-HUSK A DEHOS 11 ; SPACED" 
"'GOTO 410 : REM 13 SPACES 



398 TF CHRS fK) i"6 ,a THEN DI5KS="D; SI 
, 1 1 : NAMES =" 5 IHU LA TOR S 1 1 j 5P AC E £ = " 

":GOT0 418 r REM IS SPACES 
108 ? "il": POSITION 5,18:? 11 PlEftSE ENT 
EE 1,2,3,4,5 OR fc"lFOR H-t TO fiflBtNEKf 

Ns-COTO 140 
418 7 CHflS [1Z5I : POSITION 3 ,17!? ,f IME 



HISH TO USE INTERN AT I ON i 



CHARACTERS Y^ 



428 POSITION- 14, ZO:? 31 ^1*^13" 
131 OPEN N4 , 4 ,, 8 r |S K ,r J GET »4,(tCL0SE Ml 
IF CHR^(^= ,, Y 1, THEN 458 
44 0 GOTO 478 

458 ? r? "Rette»hef to press CONTROL to 
print the interflitiflnal Character set 

4&0 ? :? "Press CAPS to return to stan 

dard characters.'": POKE ?S6,204£F0« DEL 

AY-1 TO 280€:MEKT DELAY 

478 ? CHR3 tl2S) : POSITION "HjME 

!!■ ! M 1 iif l n i Jm-T:l'l J Mn Y/R M :OPEN 

S4 t 4,B # l4 K B, :CET S4.K: CLOSE 04 

481 IF CMRSCK)="Y" THEN 1838 

4n a£h if r*.M ^ iVK 1 < f ^ » t« una 

588 COLWTS:"l"tPOKE 7S2,8 

518 FOR N=i TO J 10 STEP 15 : frINtfM, DINUH 

+ 1 

528 1 "IC'JPOSITIOH 3, LB:? "INPUT NAttES 

DI5* HUMBERT ANfi SIDE 1 * 
518 POSITION 19j 44 ? "NftlES ' EHTEftED = 11 
;DINUH: POSITION 18 P 6 : ? M FILE NflJ^ ";DI 

546 POSIIIDN 3,12:? PROGRAMS 

556 POSITION 3.14E? LINES 

164 POSITION 3,18^7 J, HRITE D: TO RETRI 

E^E &ATA FROM felStf" 

578 TRAP I Jlfl POSITION l.UiINPOT GAME 
$:1F GAMES CI) - "Dp 1 THEN 708 
^B8 IF LEtt CbAHES) <35 THEN 508 
594 GOTO 61* 

608 F OR CULENCGAMESm TO 35 ! GftKES C 0=5 - 
" "3 NEXT ft 

618 WORDS (N):&AME*U, 15) 
678 NEXT N 

638 HEM g J^J h ;i 
648 COUNT-COUNT +1 
658 i DL>HT> tl , 31 =ST«S CCaUMTl 
66* DISKS C5)=C0UNT$ 

674 1 "K" ! POSITION 5,10:? "3SH3BEHE 

!3E H r DiSKSj" SHHfat 1 

688 If LENEHQRD53 (£14 THEN 703 
6^8 GOTO 710 

748 FOR L-LEN fWOPDSJ * 1 TO 219: MOWS CL J 
:" ,! ;NEST L 

718 TUfrP 7Sfl:4PEtl Bl , 4 # 8 , DIIKS 
728 ? Bl^DRDS 
730 CL6SE »i 
748 GOTO 510 

758 ? "93203 p, |PEEKti95) :? 

l^fil T'^M l B rijH Ji» i ■Hi Vi" : INPUT YNS: 

CLOSE fll 

768 IF YN5-'T SI THEN ? 1 ^ISmiHU^Ul 
3" l INPUT YH5 r IF VHS-"V" THEN TRAP 750 s 

HID a54pHij*,fl,"&!l ,i 
778 GOTO 710 

788, 1 POSITION 1 ,14 J 7 '?i !:if<ri,irw 

758 DL-DL+lSCOUNTi^ (i,3J -5Tfi5 CLL1 :DISK 
S L51-CQUNT2S i TRAP BoOl OPEI* ttl r 4 ! B. DISK 
$:? DISKS 



A83 INPUT itL^URb? 

818 ALL $ SEE J -H0RG5 Ul r £28] 

828 EE = EE*LEN(H0HDSJ -10 

838 CLOSE Jll 

848 GOTO 798 

858 DL-DL-1SG105E Hi: POSITION 3,5;? ^3 

uwi i ] i b 1 ^nwinfifi ■nimac 11 ; IN PU 

T YM5l IF yN$i"¥" THEN 19*& 
468 N AlfE S - DL*6 1 Mfl W= N AHE S#iS : '? "^"IPOSI 
HON 3pi5:? 

:CLOSE Bl 



GETTING TH3N&5 SORTED RLE 



■1 



RA 



67B POSITION 3,17!? "33E 
MIS "-NAMES"; 1 OATft LENGTH "sHAjtiPOKE 
752pl 
694 ALP-8 

8?8 FOR t-i TO NAMES 
?88 X=Ht35 
ni Y-X+I5 

92B If V>HAX THEN H8 

IF 6LLSeV/V*343}iALLStK,K + 74l THEN 

W4 

948 H0R&S = Ai,L$LY r YU4I 

?58 ALL$IV3 -ALLltXrX^^J 
960 ALL$(X)-HQRO$ 
174 ALLSlrtAX + 78J= * 41 
IttG ALP=ALP+1 
??8 NEXT Z 

i860 IF ALP) 6 THEN 968 
1410 GOTO 1178 

1G28 TRAiP 1468:? 11 POSITION 5,15^ 11 
DO YOU WANT TO PRINT YOUR DATA" I OPEN It 
4,4.6/ K": GET 114, K 

1054 CLOSE fl4:IF CWRS CKJ ""Y" THEN 13&8 
1840 -GOTO 17*8 

1858 REM ^IW J :> < ' H*:M < J M: Vm mv. m\ I ^3 * 

1868 CLOSE »3!IF PEEK £1353 =l3fl THEN 18 
80 

1078 POSITION 5,29!? M I I I 1 1 HI H 1 

BOTailE" 1 GOTO 1924 

1630 POSITION 5,28!? ^MrMiMM Mil 
H'HWW-WiTT'^F" 0 DELAV=1 TO 5B8:NEX 
T DELAV : GO TO 1*24 
1894 ? 



LOADING HERCE D AT ft NOIL, 



1108 MERGE-MEHGE + l i HEftGE$=STR$ (HERGEJ ; 

DISKS (5 , 73 KERGF^rlF UAL SMEfi&ES] =14 TH 

EH DOT-DOTfi 

1118 DISKS tDOTJ- Jl i SAW" 

1124 ? DISKS 

1114 TRAP 868: OPEN 01 r 4 , 8 1 fll 5K5 : IHPUT 
Hl,HOROS 

1144 ALLSCDLM6*35 + 35)=H0HDS 
1154 DL-DL+1 
116*1 CLOSE 01: GOTO 1100 
117A ? "V 

1140 FOR Pii TO NAMES ^ PRINT Pj " ";ALlS 

IPMJ5 P PM35+34S 

O»0 KENT P 

12B8 POKE 752,4:? S.7 i? I? [? ^PDSITID 
N 5,28;? "DO YOU MANT TO EDIT ANY DATA 

Y/N IF : INPUT VNS:IF VHSi 1 ^ 11 THEN 1228 
1214 GOTO 1428 

1224 ? "ENTER PILE NUHBER TO EDIT OR P 
ft£S$ RE TURN TO LIST": TRAP 

1230: INPUT A: IF A>6 THEN 1278 
123f ? »^ ia :P8SITiei 5,17:? "WHEN P*TA 
IS LISTED J 1 LEASE ENTER: 

NO TO EDIT" 
1248 FOR N-l TO 1#8 : HE HT N 
1254 FOR P-l TO NAMES: PAINT P;" 11 p ALLS 
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Utility 



fP*J&,f>*35*J4) IFOR DELAYzl TO 38 : NEXT 

BFLfiV IflEKT P 

1260 TRAP JlZJB : IMPUT A 

U78 ? "fi'^POHTlON 8 r I3;^ ";ALLSi 

ft»35 P A#£5 * J4J s POSITION 10,13:? ''ENTER 

THE NE-H OflTfl" 

liflO POSITION 3, 12E* PROGRAMS: POSITION 
J ,14:? LIMES: POSITION 2, 131 INPUT NEWD 
ftTftS : ALL* f A*35 p A*35+ J4) -NEHDATAf 

1238 goto sob 



ubo rem T 



ATN SCREE* INPUT ERRORS COHE 



1318 ? [POSITION 5,15:? "YDLi DIO 
T £NTER ANYTHING lfc : POSITION U r l?\7 
3B335C L, :&0T0 530 
1320 REM 



Hi 



1330 HEM I 



R1NTING 



EAOER FOR PRINTER 



1340 L PR INT CKR3 C27 J ?CHR$ 114) ; SPACES; C 
HR5 ; CURS US) j NAHES; CHR$ (£71 3 CURS C2 
6) J LPfiINT aPRIHT 

1350 LPfiINT PROGRftHS; 11 " ; PROGRAMS 

; LPRINT j RETURN 

13.6ft POSITION 5 P JL7J ? ll NON HON HANY DOL 
UMN5 1 ' 1 r INPUT PCOL 

1*7* P&=NAHE5JPA=(PB/JI:IF PCOUCG THE 
M 1670 

1338 If NAHE5>98 THEN 1406 
1290 REM 



PRINTING DOUBLE CLOUNN ?B 



LESS NAMES 



1400 GOSUI 124ft: REM GO TO HEADER 
1410 FDR H=l TD PA 

14£0 TT=N#PAi? ALL? 01*55 ,H*£5* 34) s 7 :? 

ALLS CTT*I5 r TT*35+ J4 J ?? 
1438 OPEN ttJ t *rij ,, l >, . ,, S? 03;CHfi$iZ7); :K 

ft* <23) ; ftLL* (N*J5 P N*35+I4J j ALLS 

^1*35,0*35 + 143 :CLOSE tt3 
1410 HEHT H 

1450 LPRINT :LPRINT : LPRlMf TOTALSfKAM 
ES;" h, ;KANEJ;FG& U=N TD 79: LPRINT : Nf K 
T U 

1460 GU-fa 17$B 
L4?0 REH 3~ 



AlH7Ilt& D Oil B L [" €01 LIMN ?6 OR 



i .U 



MAKE 



1486 C=i;R-*5:T-45 

14Si GOVUB 1340S REM GO TO HEADER 

1508 FOR NiS TO KAiMES J SA-Sfi + 1 

1518 P:R+N!7 ALLSlWttS.NWJS+IU :? !? A 

LLS£P*35,PM35+14I :? :? 

1528 OPEN HJ.B.B, ,B P: B, r? ttl : CURS (2 7? i CH 

R$(23) f ALL* nt*J5,K*J5+H) "j fttLS 

*P*35,P*35+3*J : CLOSE ttl 

1528 IF N-l tHEN 1550 
1540 KENT K 

1551 IF PIAHE5-fN*Z)<*H THEN 1500 
1560 G=G + ?@iTzGM4J? PAGES : INPUT YN$:G 
OSUe iJ4@!flErt GO TO HEADEfl FOR NEH PAG 
E 

1578 GOTO 1E0O 

15B8 A-fHAHESPl/2:PtP4i 

ISM 7 PAEEMtfPUX YN5 2 KZ=AAH£S- ffc*2J + 

1 

Lift GOSUfi L^4B:fiEM GO TO HEADER AND P 
PINT LAST PAGE 

161& FOR Y = X2 TO NAHEWiEHUYtfti? ALLS 
t Y *3 5 , Y*Jfj # J4 ? ! 1 P ? ALLS CHflWJ 5 , H0*35 +3 

4) : ? ■? 

1020 OPEN tt3, i p #p"Pi";? H3;C«Rif27) : CH 
RS ill) ; ALlS(Y*35 p ¥#35*343 | " ■■; ALL$ 

( m* 3 5 , Hfl*35 +341 3 CL OS E B3 
1638 NEWT Y 



1648 LPfiINT :iPftINT TQTAL$ ; NAMES ;M 

flHES : FOR U = A»2 TO 70! LPRINT :HEJil U 
1650 GOTO 179J3 

i66# «em s^ii:ii4:»ii:w« pi'HiE 

167& PftGE-45;P0K£ 756,204 

lfifiO LPRIKT CHfi$C273 ;CHH^{14J ;" »f 

CHR^(27) }CHR£C259 ; NANE^ ; CHR$ U7J j CHMfl 

2E): LPRINT : LPRINT :REH SSHBEHSMEl 

1630 LPfiINT " 11 ; PROGRAMS : LPRINT 

17ft0 FOfl N=l TO NAMES 

1710 IF tt-PAGE THEM ? PA^ES i INPUT VNJi 

EOTQ! 173* 

17Z0 GOTO 1760 

173i ^OG£=PftGE+45 

1740 LPRINT CHti$(271;CHR$tl4J J 

Cflft* 1271 ! CHRS C25> ; HAMEl ; C»R$ C271 j CHRS t 

26) : LPRINT aPRINT 

1758 LPSINT 11 11 j PROGRAM: LPfiINT 

1748 f flLLSf«#J5,N*35*34) 

1770 flP£H BSjB.O/'P!":? ttl; CHflf5C27J ;C« 

fl^C22i;" ,l ;ALLS(N*35,M35i'34JiCL0iE (t 

3; NEXT H 

178e LPRINT : LPRIKT : LPRINT TOTALS : NAN 
t*l" "[ NAMES J FOR K=N TO 7& i LPRINT i NEX 
T N 

17*8 ? "H ,r SPD5I!l£lN 5, 13 \? "iJO VOU UAH 

T TO SA^E VOJJR DATA Wi INPUT VN$:IF 

VNlr-'V" THEN 1041 

1898 IF YN3="N" THEN I960 

1810 GOTO 17?B 

1021 IF ^EEJiU?SJ=173 THEN POSITION 10 

tJ £5:? '-ft 1 :? ■ c n a >ii QhI w^trgrrri 

EKED!': 



S5 Return. , L 



/Getit 
V fight t 



Ifl CP1 CY) 

ifl CPS (3) 

30 CP3 U) 

t| CP4 (4) 

58 CPS (Y) 

hi CPi (7.) 

70 CP7 (X) 

Bfl CPS 183 

90 CP? if) 

1{|0 969 (CO 

Mfl P?5 CO) 

120 J6E t2) 

130 Ui CF> 

U0 SU5 (0) 

1Sfl DGS CD) 

1fi( ^JO fS) 

1713 iQS (63 

180 C JS (&) 

'90 ul? (5) 

230 7 JL (J) 

210 V«H (N) 

220 6 FM CO 

230 D7T (7) 

Z4E U9[ fK) 

25B K4T (G! 

?60 HIS (D) 

270 flrS (A) 

?B0 HV (K) 

2?0 NNO (?) 

300 MS CT) 

310 Q E J (J) 

320 03U fV) 

!3I T01 (5) 

3iE S 5 R (() 



(0) 
(H) 
It) 



350 699 IN] 
J60 9JQ (T) 
370 m {13 
3&0 UFO (91 
190 6J2 (0 
m 4VD (SJ 
*1B W 
421 xlp (P) 
*H 8HJ (5) 
44B R7A (L) 
i50 YHA CO 
460 DNW (P) 
470 5LE 
^80 KPV 
490 m 
500 7F0 (ri 
510 7FV (RJ 
5?0 WVA (ft) 
510 J(9fl (7) 
540 UC7 
550 E7C 
560 E3W 00 
57fl NL1 (K) 
SS0 N5? 
590 RQ{ 
600 HLO 
610 5NU 
6?0 PC6 <lf) 
631 D7X (ft) 
6m0 U F S CP) 
653 P&G CK) 
660 5A0 (9> 
670 PD6 (I) 
TKS C2) 



(6) 



(F3 

m 

(63 
[R3 



H) 
R3 
G3 
F3 

90 
A3 
(U) 

P3 
c) 
T) 
3) 
U) 
K) 
J) 
F) 
P) 
f) 
(',') 
T3 

63 
Q) 
V) 
V) 
F) 
S3 
P) 

CS) 
IV) 
U) 
4) 
fi) 

1020 EN T tm 



690 RUD 
700 ^46 
710 Ml 
7?0 Y J 1 
7J0 MAF 
740 8Vi 
750 m 
760 DNF 
770 RLE 
780 LEW 
m K4T 
S&0 TGIC 

a i e c s o 

820 81ft 

S30 HAG 

P0 RQF 

650 FST 

560 6Q1 

S70 S40 

*B0 E4K 

390 CU7 

900 LOH 

910 L4T 

9?0 S J 1 

930 AOS 

940 E F U 

950 H55 

960 m 

970 6^0 

930 HfiH 

990 RQ9 

1000 DQG 



103f INPUT VNS 

iS4i r "U":P05iTioi 5 P i^j ? "j^HHIEE 

' JiimJi] Kria JB^fl^ 1 : INPUT VN$:If YN5i 
"T" THEN 1B68 
1350 GOTO 1*1* 

1^6* ■GRAPHICS 2! POSITION 2,6:? ff6 ; El AR£ 
YOU SURE Y/N lp 1 INPUT YNSilF VN*- H Y" TH 
EN IfW 
1&7* SOTO 1MB 

L680 IF PE£ia35l=l$? THEN ? 

^ riJiJ>»ii»ii mth l thput yn£ 

193* GOTO t7?0 



LuIlLI 



EH D T5K . PR 



1288 TRAP 1B28:? "IS hh : POSITION lO.l&r? 

■ragaiaEE ii :Kio i54 P m # s # « P -o:i" 

TRAP 1*68:? ii fetWiI*4HD" ! CL05£ H 
UWDHDSr" 11 : MOR-DS £258) ":NOHC-S fiJ-HO 
ROS !5At-8:H5lS£5,7)-" '"^OIzS 
1?20 FOR H'Z5 TO HAW STEP Z10:H0RD?:aL 
LitN,I+m] :SAl=5fll*l:5AV5-^T[f5[^Al) 

1*10 IF VALCSAWSlUB THEN &OT-POT + L 
1$40 t^KKDOTK'VSAU 1 
1^50 7 DISKS: OPEN til P 8 X 0 . DISKS : ? Hi; HO 
l^fi CLOSE 01: NEHT N 

19fcfl 7 "ViPOSITlON 1 P 1&:7 "DO YOU HAN 
T TO OELETE (LlSIb fILESI f/#. ls 
1970 CLOSE 04: OPEN IM , 4 P 8, "K"! &ET H4 . K 
:CtOS£ 214: IF CHtS-UCIs^Y 11 THEN 1J90 
1^80 GOTO 202@ 

i^a ? "annua" 

20oe OL^tg 

2810 DL=&L+l! COUNTS C1 P Ji =5TRS CJJL) JDI5K 
$ fS) -COUNTS i TRAP &1SKS : KI0 i3,B 

l # * r fl,DISK&:CLL*SE ttl:GO?0 2010 
2629 GRAPHICS 2*16 : COLOR fl; POSIT TON ^ , 
4:t 06; "ALL DONE" : "jET COLOR O r 0,3 :F0R N 
= 1 TO ZOO : NtKT JK;mD 



1030 


OUU 


ic; 


1370 


L<- 


(73 


1710 


SB4 


JL3 


1040 


PF D 


(B] 


13S0 


«7 


(T) 


1720 


44V 


(9) 


1050 




-:&3 


1390 


CVN 


£Y) 




WT9 


(A3 


1060 


875 


(3) 


1400 


2fP 


CJ) 


1740 


AST 


(E) 


1070 


NY 7 


CD 


1410 


5GE 


fT) 


1750 


317 


(RJ 


108C 


FH 


tY) 


1420 


JEM 


(8} 


1760 


CSF 


(II) 


1090 


EUi 


U) 


1431} 


4G4 


(D3 


1770 


HM2 


(?) 


1100 


JUS 


CH) 


1440 


NSS 


(F3 


1780 


vir 


(fi) 


1110 


666 


(X) 


145 0 


'/J.9 


(U) 


1790 


UHfl 


tY) 


1120 


m 


(R! 


1460 




< J J 


1S00 


EC K 


(T) 


1130 


Til 


IQ) 


1470 


DVN 


CH) 


1810 


iU 


fft) 


1U0 


m 


(A3 


1430 


5?6 


(4) 


1820 


C3V 


(T) 


1150 


T6r 


(El 


1490 


36P 


CS) 


1B30 


)(46 


(N) 


1160 


8 S & 


(C) 


1500 


006 


(J) 


1640 


BH9 


CR) 


' 1170 




(T) 


1510 


5. A 


m 


1850 


r--) 


EN) 


1180 


8HS 


(T) 


1520 


nz 


(0 


mi 


icy 


(V). 


1190 


NUS 


(5) 


1550 


6VG 


(4) 


1970 




(J) 


1^00 


H9U 




1540 


HNS 


(6) 


13fi0 


KC 7 


(1) 


1210 


PS V 


{R3 


1550 


KM 


(1) 


1398 


dRD 


m 


1220 


A hlX 


(13 


1563 


XftV 


(A) 


1900 


141 


(5) 


1230 




(J) 


1570 


01 V 


CH) 


1910 


26H 


CP) 


1240 


NSk 


(A) 


1580 


0G2 


(3}, 


1920 


83L 


(V) 


! 1250 


J IS Y 


CS) 


1590 


DV3 


It) 


1930 


1 OA 


CS) 


! 1262 


Alt 


m 


1600 


2VP 


(43 


1940 


7D6 


C K > 


1270 


2R3 


in 


1610 


WYX 


(F3 


1950 


4E5 


(G3 


1280 


yQS 


(L) 


16?0 


SEP 


(V) 


1960 


SOP 


(R3 


1290 


PKV 


(0 


1630 


P*J£ 


(U) 


1970 


JSU 


(G3 


1300 


DAN 


<D) 


1640 


V¥h 


fW) 


19*0 


4JV 


(H3 


1310 


U6J 


(U3 


1650 


Q3P 


«:-; 


1990 


T S 1 


<K) 


1320 


OFN 


(V) 


1660 


E2 SI 


CK) 


2000 


DID 


(93 


1330 


DHhl 


tu) 


1670 


6HLf 


C2)| 


2010 


F-9 


(9) 


1340 


920 


to) 


16B0 


L7£J 


(23; 


2020 


SPP 




1550 


HD6 


(?) 


1690 


357 


(N3 








1360 


AA4 




1700 


F1U 


(F) 
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DECIMAL TO BINARY 
CONVERTER 

from Jason Peasgood 




data statements it could cause a crash 
so remember to use Get it Right! to 
check it. 



n 



MANY programs have been published 
to perform the simple task of conver- 
tina a decimal number to its binary 
equivalent, but none of them have 
worked in quite the same fashion .as 
this. When first run the program sets 
up a machine code routine hat 
resides in Page 6 - that useful little 

area of memory. 

To obtain a binary equivalent of a 
decimal number type the following 
expression followed by Return: 

jt»USl(l51MJ 

where n is any decimal number ■ f from 0 
to 255. The computer wuMhen in- 
stantly print the binary number on the 
Averse line at the top of a Graphics 0 

Before typing in the program enter 
POKE S2,0 so you can fit in the extra 
length of the lines. Then save a copy 
before running it -if you mis-type the 



IM R • ft I ft l«.l65.«il"->-* M ' rt - J - W 
, 1,16)3,8,19*, 194, i". 164. 6, 

16? 

i bata nz.ia,t. 20.3,1*9,249, 145,6,20a 

j2 fl0, 169, 141 P t4S.».i*Mi I 6 '' 12^,1*1,1 
66,6,169,64,141, 166, 6, 169. J2,l*i.l67. 6 I 

16? 

4 SATft 16 , 141, 1W, 6,169. .8, W1.163 ,6, 16 
1,172,6,162,1,168,11,173,164.6.^,164 

sMtt 9,25^,164,6. 12 137, 6, 76,136,6, I 

64,6, 16^,145, 145, 9, 96. 169. I**- l*5-«^ 
,0.6 



L 




1 IHF (5) 

4 KrH (Nl 

5 tl) 




RESISTANCE FINDER 



°' Ave bemuse ^ S * mes Wstea C 
» works ou ,hi "I S Ul *'' fi ' " in! 

'™sl ate .^J™ *«w The coc)es , 

™islors have a rb^»T M J Some 
tolerance value bant ' " th e 
» ««h band ^fch ? s .hT, 6 eVBn »■« 
coefficient. This Jl ot h a l > ' em f Bra ' ure 

want to check - theM mnlfEf ^ 0u 
iV trme the computer doesn't 



^cognise oneoT mo ™ „ f ~T~ ' 

™" re-run the proq^° m P UTs * 

on toM the vafu e 9 oond 'Sr^' 1 * 8 
a ^ prompts to runS ~ ,n 

vafues '° Urs 3nd their 




'FOR it! TO If'SFiB B« fS 
" THE* J*r Wl(j ***** ***MslF Of: 

2 IF 0S=B5 rflr« y-jj 

«tini„.. ;WEi • fc*!f to 

5f aifiui ' <f *'^ ; «1..^CU 

-"«" E :,r i ' w ' E ---.-,., 




T6 ^wr/ User rVfercA 7955 



IF you've written any 
useful or interesting five 
line programs whv not 
send them to us to grace 
our pages? 

We pay £25 for each one 
published, 

Vou should give a full 
description of the routine 
and any other details that 



Win £25 



are relevant. And remem- 
ber if you want your 
material returning please 
enclose a suitably 
stamped package. 



Simply send a copy of 
the program on disc or 
tape together with the 
documentation - pref- 
erably as a word pro- 
cessed file - to: 

Atari User, Europa 
House, Arlington Park, 
Adlington, Macclesfield 
SK10 4NP 




COLOUR CONTRAST 

from David Manlove 



thf <um A r,, ■ 6 thaT ls exactly 

happens you lose sight of 

ihe^: 1 : 9 ^ wav ° f getti ^ ™ 

InTtJtl , betweer> background colour 
and tew lurmnanoe by checking them 
60 times a second. So if the screen 5 a 
"?ht colour the text will be dark and 
^r-The program uses 7y a e t d 
ca btank interrupt and the VVBLKD 
'e^ster at locations 548 and 549 
To test that the program is working 



correctly type 
before you run 
vanish from the 
Program, t ype 
again and the 
readable. 



SETCOLOR 2,4,10 
it. The text should 

screen, Now run the 
SETCOLOR 2,4,10 

text wfN be easily 



PROGRAM BREAKDOWN 

10 |ets up the machine code in Page 
20 the" m e ach"e a n; s eViS[0n ° f 

B^T* d6ferred Verttaf 
Blank reg.sters to point to the 

40 Executes the demo and prints a 
message. K a 

50 meU maChine C ° de data state " 




. 5 «.t niitw ;PRIWT 

^ it VOUfselr!" 

33 DATA i/J.l^e.z jj *r , Rt 7 

* 15, ^1,7,176, B r l6 




K6T 

II 3rH {5) 

3fi SQ D C 2 > 

50 {%) 




BARPOUND SIGN 
from P D. and J. Baan^ 



B00XL ^^^c^^decided to write a 
the keyboard. So i <J cnarac ~ 
routine thai would reda ( chQ 

* that 1 don t y is wm n ot 

interfere with mv ^ ber ^ 

What you must hicsmo de or 
after each cha^e ^g^P et ^ * 

H V°u P;f s Sy*J£ beca use the 
re -run the P'° 9 ™ g0 ne bat* to 
pound sign wlU have 9 , ^ 

being an ^^ r W this was to 

use the program, and ! 

within mv a«ou jro , n eed rt 

it- The P^9 ram la C ^tion°rnark into any 
altering thejlataj™^___ 



prints a message ii ram , 

bac* eight P a 9 c c s h8racte r set into 

3 PutS SI'S W hWW"" 
ram. This can i S firs t run. 

wnen the P'°P r r t a £,'thc sight-bv« 

?swr?« for the pou 

s SI ststent-ts .« «. PO"h<l 
sign 



- — 

5 VAtA 
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ONCE again mankind - or village kind 
- is crying out for your help. 
Apparently some time ago an 
obscure individual by the name of 
Mustapha Drink - or Mr.D - decided 
to gain control of the Federation for 
the Control of Water Supplies. 

However, the Federation refused 
his cash offer to buy them out, which 
left a non too pleased Mr.D in a stin- 
king mood. 

This was when he decided that if 
you can't Join them, beat them. So he 
decided to destroy all the Federation 
reservoirs and cause chaos 
throughout the land, Millions of 
people will be very upset when they 
get up in the morning, «jrab their tooth 
brush, turn on their taps and nothing 

comes out. 
Now spare a thought for the vih 



By 

MICHAEL A. 
BAXTER 



lagers of Floodsville, They face the 
dubious honour of living in the only 
place in the country with a surplus of 
water — sited next to a huge dam 
holding back around 500 minion 
gallons. 

But as luck would have it - and 
doesn't it always - you stumble across 
a £16 million helicopter gunship. 
Using this you may be able to destroy 
the missiles that are heading towards 
the Floodsville dam and prevent the 
impending disaster. 

So now the scene is set - only you 



stand between the missiles and an 
early bath for the village. 

Type in the listing, remembering to 
check it with Get it Right! and save it to 
tape or disc before running it. Be 
especially careful when entering lines 
1000 to 2403 as these contain a large 
amount of machine code. 

Three difficulty levels are incorpor- 
ated, and you make your choice using 
the Select key. The game ends if the 
incoming enemy missiles manage to 
blow a hole through the dam or if alt 
your three helicopters have been des- 
troyed. 

Each wave is progressively harder 
than the last - the enemy missiles get 
faster and your helicopter is pos- 
itioned further away from the dam, 
giving you less time to react. Remem- 
ber, Floodsville relies on you, 



PROGRAM BREAKDOWN 



10 - 


- 12 


Initialise variables and strings 




500 


20- 


- 25 


Set wave parameters and clear all collision 


1000 - 


1050 






detection registers 




2160 


50- 


-70 


Main program loop controlling collision 
detection and movement of missiles 


2000- 


TOO - 


110 


Move helicopter missile 


2165 — 


2167 


150 - 


157 


Randomly select a new shape and position 






for the next enemy missile 


2180- 


2195 


200- 


250 


Successful end of wave and bonus routine 




2403 


300- 


330 


Collapsing dam sequence and sound. 
Check for a new high score 


2200 - 


400 - 


480 


Helicopter explosion, decrement lives and 
check for end of game 


5000- 


7001 



Clear all sound channels 

Allocate a safe area of ram for the player 

missile graphics and initialise it 

Install the vertical blank interrupt routine 

to control the helicopter,, animation of ths 

rotor blades and enemy gunfire 

Set up new screen display list 

Set up a display list interrupt to change the 

colours 

Allocate another area of ram for the new 
character set and define the new graphics 
Draw game screen, select skill level and 
start the game 
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N to lUio 
WAVF 
LEV 
B$ 

SC, SCS 
Ht, H\$ 
U, LIS 

CLEAR 
MiSX 
MH(T 

BX, BY 
MOVE$ 



VB|(W$ Co 



VARIABLES 

Constants (MO u^h f~ 

Wave number ° F Speed reas °ns 

Skiff Jevef 

String containing oranhrn* f 
siles y y ra P h 'cs for enemy mis- 

Score 
High score 
Lives remaining 

lLT iSi ° n re9isters Nation 

copter hit by missile coJjicj rt „ ^ 

™V missile screen c^n^i Sector 
fjsr^rx ^-■ctfH coord, nar^q 
tarns machine code mem! 



Cf 
HeJ 
He) 

Co n 



routine 



"fains machine code 



A, G G 



routine 



eneral 



y move 



to start the VBJ 



e variables 



1 RtM HH MitH j tHH BIH Irl ttK H KMfrMKMM 

2 HEN * DAM TROUBLE * 
7 REN * BY HICHAEL BARTER » 
4 REM * Ctl ATARI USER * 
$ REM KM KM KMKKMiCM MM KUKJt M M MM 

ie N=s : Hl=i:12=l : : m=4 ;N5=5 ;i6-6 : h 

7=7 S Rare i R5=5i Mlft?18 t§H=37J 0/=18 ! 0IST= 
0.a:MAUE=Nl:LEU=NL 

11 COM KOOES C32) j B£(N31 ., "5 C 5 EN63 pHI$(N& 
J r LIS £NB3,U$[ II : B 5 ="FJ 11 i MIT =5 3254 i HH 
IT-53152 1 CLE AR-53278 ! HI5H=53258 
£1 COM WAINS C14I :VDINS= M hiS/KI\ \Sl":H 
IS-"9 J, J 5C$zHI$^P0KE 231,117 : SKIT=5^Z6J 

is goto 1000 

20 I r-M4!HflUr=MI 

24 SOUND »^5ZpH4 ,14: POKE CLEAR, H £ COLOR 
J2:PL0T 38, H 

25 for £=m TO COUltT: POSITION Nf*6,ir? 
IT t ! NEXT G 2 H$=5TiIL$ (HAVE) ! POSITION N8 

-LEM £W53 ,ts? H$ J TRAP 388 



Main Prolan L-do^ Starts Here 



27 REM 

5t IF STBIfi tm=* AMD NOT W>1 THEM H*L 

iMI]HM=HX*i6:Vfl-P£EK(2813 ;P0KE HFi.*VM, 

170:»J5T=OI4TH 4 1 

55 IF M5L THEN &05EJB 118 

60 BM=8M~DIST ! BH-INT IBH3 J LOCATE BH-Ni, 
BY n Z £ IF Z=37 THEM 158 

61 POSITION BKpftVi? B5p;50UHD N3,VXpH5 

62 IF PEEKCHHIT1 THEN 151 

63 IF PEEK IHHIT) OR (PEEK (BAIT) Oil AND 
PEE* CO Hi T3 0*43 THEN 488 

78 WTO 50 

REM 1, M'J J ilJ MI.J-lJJ J:iH»TM 
188 HK=HX+H6 : POKE HISH, UK : SOUND Nl P MM f 
N j N4iIF MX>- £10 THEN POKE HPL+VH, H : H5L= 
N : SO U» Ki P N , N , N : ft IS T=fcl ST - 8 . 1 
118 RETURN 
14ft KH 
14J HEN 



Chocse Hew Co-urd i mTe: 



150 POSITION BH-fl,BY2? 'lD r ! E 4= SIN CI 3 
: POSITION BK-Nl,IYi? "1 *j :G0TG 1(4 
Hi POSITION BK.Ifif - t? - S :i£SU(ll :P05 
ITIOi BK r BY:? 11 11 SPOKE 53Z7B,ifHS-21 
*J VC=5C*N5: 5CS=STR5**C3 

152 POSITION 1 Z~ LEU C$1,28!? SC 'COUNT 
-COUNT-NlilF COUNT -N THEN £#0 

151 POSITION N10+CQUNT,I:? 11 " 

1 54 BH-1 6 : Bti-BH 3 0 V -HI * IiT £ RN& CI) «16 J ! £ 
-INT IR ND CN) *N43 L M50=I NT CRND CHI «N 73 «N2 1 
ON £ GOTO 155,15*, IS? 
1*5 BS=">? "SGOTG Bl 
iSB &5="?D kl :eOTO Bl 
1S7 I8s»fj ": GOTO 61 

i^s rem ■JiMiiaiMiujJiinjiEnma^M 

200 GOSUB SOBrfOKE 787 jl 

282 HK = 210jCOSUB 18 B ! HAVE- HAVE +N 1 ! 50 NU 

S:50lfLEV:GOSUB £20 

£04 IF LEU<N3 THEM POSITION 1,1:60 SUA 
5000 

205 IF LEV>»1 AMD- KX<120 THEN HX=HM+N5 
POKE 5324S F HK: POKE SJ249,HH>1£ 
POSITION BS,BY?? » ";:0J*=I7 
110 CQUNT-?8:H5K=£1B:1>0KE 707 f 14^GO to 
24 

228 RESTORE 25tiifOR G-Nl TO BiHLIS:SC = 5 
CfHl:SD$-STR^nn:R£AD A : IF A=~N1 THEN 

ZZZ 50UN& N H A n N18 p NIB! POSITION 12'LEMC 

5C*3 ,29:7 SCflNEKT G: RETURN 

£58 DATA 18 P 3i, 28, 25 , Z2 j 2Z, 8, 23 , 8 , 23,0 

, 2Ij 8 ,23j B,2S P -1 

2?? REH ■4i|f i:t^^|hET^ iCpiJ BTp 

308 GOSIIB 5001FOR G=3i TO 1 STEP -liV = 

N 1* IN T fR ND (03 *i 83 ! X -INT ( RND C 83 «H Zl \ SOU 

ND 0,60^15/6 

3il POSITION X,V:? * J # 1 '; : NEKT G 

SB2 FOR 6=Ni TO IB: POSITION K, E ; 1 11 

"; rNEMT GrGG=N? 

SO 5 COLOR 123 : FOR G=18 TO 15 STEP "Ml: 
PLOT H, & : DRAHTO 33 , G i A -SI H ( Gl : SOUND H r 
N10 r 8 1 GC : GG^GG-HI :ttEHT G: COLOR 122 
306 PLOT Npl4;&RAMT0 M,i*:C0L0S IZlWl 
OT N^NIEPOICE 7e?pN:KH=2l8lG13SUB ICS JPO 
KE 784 pN! POKE 705, N 
387 RE^T&PE 310! POSITION NlBpHlO 
30B FOR fi-Ml TO N?;READ As? CMR$(A*128 
);" "j:F0R EG=1 TO 50: NEKT G£:1EMT £ 
301 FOR 6 = 1 TO 30B^£HT 6 J PONE 55?, ■ 
31t DATA 57 r ?B, 99 , 100, 32 p 181 P 102, 100,1 
01 

JZ8 If yAL[5CS)^UALCHlS3 THEN Hl$=SC$ 
138 GOTO 2508 

iw ren ^nSiBKEIIIHI&^^H 

4t8 K=USR (17483 ! POSITION 8W, BY S ? 11 
^HM=210:GOSUB lOB^OSUS 508: POKE 5321 
* r HK*Nfi:POKE 707, i 

Turn to Page 2Q ► 
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-4 From Page 1& 
411 LI-LI-il 

462 IF LI=M3 THEM LIS^I ^ L p 

403 If LI-M THEM Ll$-1 k 

484 IF LJ=M1 TH£M LIS:" 

418 M±PEEK[Z65) SFDR G = 75 TO Ml 5TEP - 

H2:P0KE PLH#1&2*+&G*RKDCM1*H6,PEEK(S37 

78) 

421 POKE PLM+1260+G& f ftMfr fill P PEEK E53 
77BJ 

425 POKE 704,fc/«5:POKE 765 , G/HS: SOUIfD 
H , 75-G, MS p MB : 50UM& il, PEEK £5I770> , K5,M 
& 

418 NEKT GiGOSUB 588 

468 Z=U5Rti756,FLH,i824J:If LI-M THEM 

108 

478 POKE 53246, HKl POKE 53241 , HK+16 ! PGK 
I S32S6«1:P0KE 784, 10: POKE 785 f 10:POKE 

265 , GG i POKE 266 P N2 3 H =U SR i A&R WB IN 53 ) 
4*8 POKE 787, MS : POKE 766 P M8i POKE CLEAR 
, II : POSITION 38,21:? LlS;:5flUMD K,52,M4 
j KG i GOTO 154 
*99 REH 





fill 4 50i 


ind CbS 


n n e l s j 


G-M TO 


M3 S 5 DUMD 


GpM r N, 


H:nm 1 


I Clear 


"Player W: 


L5Si 1* 


He*«ryJ 



:RE 

9^"3 REM 

1080 J>OKE 559,M:Gti5UB *288 ! PH=PEEK Ciefi 
J - 16 ■ GRAPHICS H;PME 559, M: POKE 54279, 
PN;PtM=256*PH:P0KE 756,28* 
1818 RESTORE 1615; FDR 1-1746 TO 1731 :R 
EAD ft : POKE I, A: HEX! I 

1615 DATA 184,168,98,162,226,3-69,7,76, 
92 , 226 , 184 1 IN p 133 P 2*4 p 164 , 111 ,283 
182* DATA li4 p 113 r 286, 184,133 ,286,166, 
ZO6,160,8, 163,8,145,263,136,286, 251 P 23 
5, Z84 

1838 DATA 282,48,6,206,241,164,285,286 

, 248 , 1^8 P 284 , 168 , 8 , 145, 203 F 96 

1840 IIU5R 11758, PLH,2046J :l#L = PLHU536 

+ M7 

1058 POKE 53277 p Mi: POKE 53276,* ! POKE 5 
32*3, UN 3 POKE 53256, Ml : POKE 623, H4; POKE 

285 P 108 

1398 REM y I JAmtt -1 *1H »HH Ji *'1 *M 



1393 REH 

2088 IF PEEK C1536J =171 THlM 2508 

2081 RE5TDftE 2186! FOR 1=1536 TO 1673:R 

EflC A ; POKE I P AS NEKT I 

2881 ADDR=PLH+1024!Hl=IHT«ADDIi/256J :Lfl 

=ADDR-256#Hl!PDKE 1591pL0: POKE 1592, HI 

2083 WPR = PLmiZ0e:HIrIHT UDDR/Z5&) :LD 

=ADDR-256*Hl:P0KE 1537 ,L0 1 POKE 1598 P HI 

2884 ADDft=PlH+l830 I HI=I*T ( ADDR/2565 1L0 

:iADDH-256*HItP0KE 1621, LO: POKE 1624 , HI 

;POKE 1642 P L6! POKE 1613, HI 

2605 ADD R= PL H+ 1842 ! Hi =1 MT (A DD»/ 2 561 E L 0 

=ADDR-256*Hl!PflKE 1626 , LO ] POKE 1627, HI 

:POKE 1647,LO!T 3 0*E 1648, HI 

2906 ADDR=PLmi8&4iHl=IMT[ADDH/ZS63 ^ LO 

=A66R-256Mifll:P0K£ 1629, LOS POKE 1618, HI 

1P0KE 1652 p LO r POKE 1651 P HI 

2180 BATA 173,138,6, 73,255 ,141,131? 6,1 

71,121,6,73,15,141,121.6,173,128,2,281 

2118 DATA 14,248,6,281,13,246,12,266,1 

6 B 165 , 285 , 261, 42, 144. 12, 138, 285, 288 P 8, 

165 

2128 DATA 285 , 261 , 165, 176,2,236, Z 85 P 16 
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The Last Four Lines 



2,e j 164 i 2B5 l 183 p 12B,6,l53p0p8,ia9,12», 
6 

2U8 DATA 153,8,1,288,212,224,3,288,23 
6,165, 266 , 23 4 , 233 ,2,113,206,141,3, 288 , 
240 

2148 DATA 3, 76 ,98,226,1 64 ,287,151,0 88, 
888,153 . 0 , 0, 153, 0 , 0*171 , 16,210 , 41, 120 
215* DATA 133, 207, 168, 169, 126, 153 ,668, 
880,161,16,151,8,0,1*3, 32,153,6,9,218, 
217 

2160 DATA 0,15j64,f3,61j7,3ji,0,8,Z55, 
126,224,246,112,254,252,6 
2166 RESTORE 2167 : FOR 1=1675 TO 1789 :R 
EAD ft: POKE I, A:MEHT I 
Z167 DATA 112,112,68,67,0,0,16,4,4,4,4 
,4,4, 4, 4, 4,4, 4,4, 4, 4,4, 4, 4,4,4,144, 68, 

2,2,2*2,65,114,6 

2175 REM 

2176 REH 

2177 HEN 

2180 RESTORE 2158 1 FDR 1-1716 TO 173010 

EAD AS POKE I,A:MEXT I 

£198 DATA 72,163,8,141,18,212,141,26x2 

86, 163 , 8 , 141, 24 p 268, 16*, 12, 141 ,23,286, 

164,64 

2135 GOTO 2508 

21?? REH ft»f3«»« ' !4'ff ^Ji I A I1J 

2286 Grp£E|t[i86J-M8:P6KE 166, S: IF PEfK 
(1735) THEN RETUflH 

2281 RESTORE Z210:fOM 1=1 TO 32 l , BEAD ft 

3 HOMES CU-CttRS :HEMT I 

2218 DMA 104,184,111,284,184,133,281, 

164 , ill, 286, 184, 133 , 205, 162, 4 , 168 , 0, 17 

7, 263, 145, 205, 136 , 288, 24*, 230 , 204 , 230 

2211 DATA 286,282,268,248,96 

2228 G-G-M8:5ET=GsS=SET*256 

2218 2=U3fiEADRCH0UE5l, 57344, GJ 

2248 TRftP 2 241 1 RESTORE 1W 

2242 REAft 6it=GWt^F0R I=G TO G#H7 3R€A 
D A:POKE 5ET*i56*I,ftr*EKT IlGOTO 2241 

2243 PONE 1735, SET SiETURM 

2360 DATA 65,0,0,127,127,127,110,120,1 
20 , 66, #, 0 , 225, 243,241,243 , 243, 241 
2105 DATA 67, 8, 8 ,255 ,255,255, 133 f 133,1 

99,66,1,0, 16, 15*, 153, 159, 15», 169 

2316 DATA 69,8,8,15,11,1*1,255,255,255 

,78, 8,8, 8,1,18,48,4$, 46 

2115 DATA 71 J l2l. r 12f i l28,llZjll»,il9il 

19, 7, 72, 243, 241.243, 8,255, 255, 255, 255 

2328 DATA 71 , 255 , 255, 13*, 7 P 231 , 231, 211 
, 224 P 74 p 159 P 158,155, 150 P 158 plS6, 156, 6 
2125 DATA 75,255, 233, 79, 15, 15, 15, 15, 8, 
76,48 P 48 p 45, 48 , 48 , 45, 46, 48 
2336 DAT ft 77 P 6i, 68,68, 68 , 68,68, 60 , 66, 7 
8 P 0, 126, 254, 254 p 224, 224,224 , ZZ4 
2335 DATA 73, 8,68, 126,102,182, 182, 126, 
68, 88, 8, 113, 119, 119, U3> 127, 127,61 
2348 DATA 81, 48, 62, 61, 51, 51,51,61,62,6 

2,48,43,51, 51, 51, 51, 51, 43 

2345 DATA 61 , 0 , 248, 246, 128 p 224 , 126, M« 

f 246,64, 66, 66 , Z4 , 0 , 0, 24, 24 . 0 

2358 DATA 51, 0 , 62,96, 68, 6 ,6, 124, 6, IS, 8 

6^2,96,36,182,182,62,0 

2355 DATA 35,0.62,96,36,36,36,52,6,46, 

8, 124, 162,182 , 162 , 162 ,182,6 

2166 DATA 63 , 0, 15 , It 2, *3 , 61 ,1 , 0 , 0 , 36 , 0 

,254, 64, 249, 140 ( 254 , 252, 0 

2365 DATA 31, 6, 6ft, 162. 102, 126 ,102, 102, 



0, 56. fl, 124,102, 106, 186, 102 j 3*, ■ 
2370 DATA 7,8,24,24,48,8,6,8,8,16,8,68 
,182, 182, 182, 182, 66, 8, 23, 8,126, 6, 6, 6, 6 
,6,8 

2175 DATA 124 , 182 , 162, 162, 182, 162 , 182 i 
162,162,13,8,255,255,6,8,255,255,8 
2386 DATA 1,192,192,132,192,132,132,13 
2,152,3,240,246,240,246,248,248,248,24 

6 

2185 DATA 4,252,252,252,252,252,252,25 
2 p 252, 5, 255, 255 4 255 P 255 , 255 , 255 , 255, 25 
5 

2386 DATA 6,176,176,178,171,178,178,17 

0,170,8,0,0,0,6,6,6,0,34 

2330 DATA 9, 248 r 132, 8,6, 6,6 , 13Z , 240 p 16 

, 5 , 21, 85, 255, 264, 284 , 267 , 267 

2195 DATA 11,64,86,64,252,281,284,252, 

252,12,0,0,0,0,84,252,252,252,13,252,2 

53,251 , 253 , 255, 243, 243, 255 

2336 DATA 14,0,80,94,65,255,61,63,255, 

15, 65, 83 j 85, 255, 135*135, 135,255 

2397 iftTA 26,0,0,6,8,2,16,42,42,27,6,8 

, 8, 8, 48, 166 ,178, 176, 28, 178, 176, 178, 42 p 

4,4,4,1,29,170,176,176,168,16,16,16,16 

2136 DATA 18,8,6,53,216,238,63,8,6,31, 

15,60,252,252,252,252,66,15,32,194,248 

,62 ,15, 15, 68, 242, If 2 

?I99 DATA 36,4,143,66,248,248,168,15,1 
11,38,3,12,46,239,233.46,12,3,42,3,12, 
12,255,255,12,12,1 

2480 DATA 127,6,0,8,65,85,85,65,0,36,2 
64, 48 , 15, 204 , Si , 204, 243, 50, 123, 255, 253 
,127,255,223,255,253.255 

2401 DATA 122,192,243,127,255,221,255, 
253 , 255, 97 , 255 , 155, 192, 132 , 207 , 135 ,255 
,255, 9M0 

2402 VAT A 255, 195 pifS, 255, 135, 135, 135, 
59, 195, 195 , 255 p 255, 135, 135, 195, 135, 108 
,255. 132 , 1*2, 252 , 132,132, 255 ,255 , 181 

2481 SAT A 255,135,195,135,195,135,255, 
255 , 182, 1*5, 135,135, 195 , 1?5 , 195, 255, 68 
, 163 , 252 , 195 , 135 , 255, 25 2,135,135,135 ,* 
2458 PtEM jitim'i-lllB JldMMJ ^TMMJod 
2588 POKE 62,11? 11 V 'sROMTIMl K,M:POKE 

7 56 , PEEK tl 73 5* : POKE 752 , HI : P8KE 1673 , 
PEEK (961 ; D I ST =0 , 9 3 BH= 36 : M =B* i HK^76 
2581 C0UHT=2H:POKE 5324B, M 3 POKE 53243 
,H«*16 

2502 POKE 16S0 P PEEK E991 ! POKE 568,13flP 
OKE S61pM6:P0KE 512,174 ! POKE 513,H6:PQ 
KE 54286,192 

2563 2=JiSR 11758, PLM, 2848) J POKE 285,180 
- POKE 206 P H2 : G~U 5ft (AfrR tMBIM$ J 1 ! POKE 70 
7,14 SPOKE 734, 12 SPOKE 785,14 
2514 POKE 766,M5:5C=iESC$= i, 8 ,< 

5668 ? "mUV 1 .? "a!":? ls KK! ,r !7 "KK ! " ! 
? "SKI** 

5605 ? "KJW"!? "JOTTlt 'W:? "W 
588? ? "JCKS" 

5616 7 ^XKS" 
5811 ? "K^ 11 

5612 ? ii rjx\ i¥ 

5913 ? "mtt" 

5814 ? Ii m$" 

5815 7 "KZKK" 
5016 ? "T^KXK!* 1 

5617 ? "m.Ktl i U 
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I 1 I PI 

J f J 



f /Getit 



===;;:;(l«»| 

UmU&U" ; : If NOT COUNT THEN BE TURN 

sale ? ii moftE+a&saft*++H Hi **R 

ENINUfi" 

5821 ? i A. 1 **" 11 

5822 ? "*HJGli+*8a888+*+*+"j4r4 + * +++ * 
| l| l| ^;pQSnr01 12-LEN P Z2:? Hit 
5021 T P * "*BY H*BAHTEfi'0&"; :P05ITI0* M 
S P N:? "fl8fl" 

Se6§ POSITION 32. i!? "LEW EL LEU: POKE 
551,62 

5878 IF PEE* £ 5327 *J" IS THEN LCV-LEV + ML 
;F0« 6=15 TO M 5TEP -Nll^OUMD NjlS^KlO 
iClHEKT GLir LEV =114 TJlEK LEV =11 
S840 If PEEK(53Z7»-N& THEN 6888 
5 8 JO GOTO 5868 

5989 FOR E-t TO 255 ; SOUND O r 255 r 10,1®: 
S0UN& 1,255,19, 7; POKE 537B4, G» NEMT E 

fieae ae store 7888: trap 28 

B828 READ A : SOUttft H,ft,Nift;Jli* : tQTQ E8Z 
8 

7080 DATA i8B^i J ?S f 05 r ?8pS» J e5 J 75 P a0 J 
78 p 75,65 , 7*, 60, fiS p 55,68, 58 „ 55, 45 P 58 ,48 
p 45 p 35, 48 p 18 r 15 P 2Sj 38^8,25,15^8 
7801 MTfl 10tl5 P 5>LO,8,5,8,8 






CAJ 


(If) 


28? 


915 


(2) 


m 


EK1 


£9} 


2211 


2CJ 


(7) 

h 1 / 


2403 


F f Si 


X 1 ^ 






(3) 




THR 




1000 


3PG 


(E) 


22 1 


&rs 


(R) 


e. "t j u 


M n r 


fin 

V. M J 


3 




(V) 


285 


AHA 


(S) 


j 0ie 


F4J 


(6) 


2220 


QPH 


1 1 / 


25^0 


D F If 




4 


CAN 


(4) 


206 


VAG 


CG) 


1015 


E8^ 


(L) 


223fl 


L/M9 




3 5P1 

t J tr 1 


r u J 


f if i 


5 


CAN 


<U) 


210 




(G) 


1020 


N1Q 


(1) 


2243 




(c) 


250? 

fa J U L 


MW A 

U 1 u 


CO 


10 


UJV 


(J) 


??0 


f 52 


w 


fill 


i.VH 


(U) 


224? 


CY) 

■ 1 X 


250^ 

L. J U _l 


Rll S 


\ 4 / 


11 


9WS 


(S) 


222 


RGR 


(6) 


1040 


A17 


(G) 




1 J Wl 


(N) 


fa ^ u ^ 




[ 1 ] 


1? 


JOB 


(6) 


250 


m 


(J) 


1050 


HER 


(?) 


2 30E 

L -i L 1 LI 


i ^ I 


fCJ 




t r* i 


j t 


13 


Q F F 


(6) 




EJT 


(T) 


mi 


E VKI 


C3) 


2305 


Win 




5300 


16a 

1 o u 




20 


02P 




m 

301 


y94 


(S) 


1999 


EUhl 


(2) 


2310 


i n j 


(N) 


5305 


HQS 
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SUNARO 

PO BOX 78 MACCLESFIELD CHESHIRE SK10 3PF 
Telephone (0625) 25228 



ATARI ROMS 

Defender .. . . . . ,.,„„,.,.,,. „, 9. 95 

Donkey Korig Jnr 12.95 

Final Legacy.... 12.95 

Jo us I ,ii .1 .. ■ . rri .ii.i.'ii ■ ■ . . 12. '35 

Moon Patrol ....12.95 

Ms Pacman 12.95 

RQbOlron ., ...12.95 

Tennis ..9-95 

ATARI BUDGET CASSETTES 

1 80 . . .....■>■ ■ . H^nHHririliiririi-i-ir 2t8'S 

BMX Simulator 1.95 

Bouiderdash 2,95 

BoukJerdash II , 2.95 

Darg , ...3.95 

Decathlon r 1.95 

Dizzy Dfc& . „„ .._..„. 1JK 

Footoall Manager 2.95 

Footballer of the Year 2,95 

Four Great Games II 3.95 

Four Gr&at Games II (disc).. 5. 95 

Hen ry 's House ............1,95 

Ma$terch*s& .....1.95 

Mtero Rhythm .........1.95 

Missing one Droid 2.95 

On Cue 2.95 

Panlher , ,„ „.2,95 

Trans muter ........... 1 .95 

Universal Hero 1.95 



ATARI CASSETTES 

Ace of Aces ,.< P , r 8.5G 

Arkanoid 7.95 

Atari Aces ,,.,.8.50 

Aztec , S.50 

Basil: Mouse Detective S.50 

Colossus Chess IV 0.50 

Druid 6.95 

Football Fortunes ......12,75 

Four Star Games I 6.95 

Gauntlet (64K) 8.50 

Deeper Dungeons 4.95 

Gnome Ranger ,..9.50 

International Karate 5.95 

Jewels of Darfcne$s 64K .... 12.75 

Kennedy Approach EL5Q 

Leads rboard ..8.50 

Leaderboard Tournament ..,.4.95 

Little Devils 6.95 

Living Daylights 8.50 

Mirax Force ..6.95 

Nightmares 6.95 

Phantom « iM . , „, „ „ 5.95 

Platform Peri. 64k , ,„„ a.50 

Shoot em Ups 8.50 

Silent Service , 8,50 

Silicon Dreams 64k 12,75 

Spy Vs Spy IP — 8.50 

Tomahawk &4k 8.50 

Triviaf Pursuit 12.75 

Winter Orympics .....6.95 



Ukll.i ..... 



ATARI DISKS 

Alternate Reality II 

Arkanoid 

Autoduel 

Basil: Mouse Detective 
Beach Head II 

Druid 

F*15 Strike Eagle 

Flight Simulator II 

Football Fortunes 

Gauntiet 64k.... 

Deeper Dungeons ...„,., 

Gnome Ranger..... 

Guild Thieves 64k , riP11 , 

Jewes Darkness 64k 

Kennedy Approach 

Knight Ore 

Leaderboard ., 

Leadertaoard Tournament,. 

Living Daylights 

Mirax Force 

Mini Office II ., 

Ogre..... ,„ 

Pawn 64k 

Pirate Barbary 

Silent Service 

Spy Vs Spy II H . 

Tomahawk G4k ,..,„„ , 

Trivial Pursuit 

Wargame Construction Set 
Winter Olympics 



ORDER VIA 

(TlicfoLioK 



Please add 50p handling to all orders under £5, 
Cheques/PO's payable to: SUNARO SOFTWARE (AU) 

Girobank Transcash to account: 664 6638 
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Toolkit 

MUST! 



delusive ' 



Programming becomes so much easier when you've got 
the right tools for the job. With this Atari User package 
you can add TEN new commands to Atari Basic to 
dramatically improve your performance. PLUS your 
Atari will generate meaningful error messages 
instead of cryptic numbers. 

Toolkit automatically boots in from cassette or 
disc and makes use of a normally unused area of 
memory. 

This package of stunning utilities - specially 
commissioned by Atari User - is an absolute 
must. It comes complete with comprehensive 
on-screen instructions telling you how to get the 
most from each of the programs. 
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£5.95 tape 
£7.95 disc 



TO ORDER PLEASE USE THE FORM ON PAGE 61 



THIS drawing program was first pub- 
lished in the July 1985 issue of Atari 
User. It was written for the Atari ST 
by Grant Owen, but due to the lack of 
this sort of software for the 8 bit Atari 
I decided to convert it. 

Although many simple drawing and 
doodling programs exist, none of 
them allow you to draw a plan view of 
a shape and th&n convert it into a 3D 
image and view it from various 
angles- 
Type En the listing - remembering to 
check it using Get it Right] - and then 
save a copy to tape or disc. When you 
run it follow the instructions that 
appear on screen. All the drawing 
must be done on the right hand side of 
the screen. To define a shape move 
the cursor -using the joystick plugged 
into port one - to a position on the 
screen and press fire to plot the point. 

Now move the cursor to the next 
point you require r press the button 
again, and the computer will auto- 
matically join these points together. 
Continue this process until you have 
finished your flat design. You are 
allowed to plot a maximum of 30 
points on screen - if you wish to plot 
less than this press Start to finish. 

You are then asked how many faces 
you require the finished drawing to 
have - the maximum number is 30. If 
you choose this the drawing will be a 
smooth and rounded shape — 
selecting 10 will give a rough profile. 

The computer will then work out all 
the points it needs to draw for the 3D 
shape. When all the calculations have 
been completed you are asked to 
enter the angle you wish to view it 
from. If you enter 0 the computer will 
draw a cross-sectional view of the 
image, I found that 0.25 and 0.5 were 
the best angles to use. 

The program was written to work in 
graphics Mode 8, but with some work 
it can be made to work in a lower 
resolution with colour. 



1 REK 3D DRAWER 

2 REM CONVERTED Bt ROBIN EMMDS 

3 REW FROM A PROGRAM OtIGINALLT 

4 REP* WRITTEN W GH ANT 

5 RER t c > ATARI USES 
18 RAD 

29 GRAPHICS B:5EKOL0fi 2,M;PQKE 752, 



30 PPK=ZflB:nP\=?a 

4B MAXI=3B.: Dili X( 31 ,3*M{31 ,31J,i(31 , 
31) 

50 ? r WELCOME TO 3D DfiAiJEfi':? 

60 ? PRESS FIRS TO CQMENUE'" 

70 IF S TRIG C B ) =1 THEN 70 
75 J CHftt(I2S) 

30 DX=16B: LET PO I«T=B : P 1 = 3 - 14159 

26 

90 COLOR IlPLOT 1611,1 : DRMTO 160,191 



to drawing 



in 3D 




Test out this neat 
"rawing routine bv 
ROBIN EDWARDS 




m GCBUB 5 60 

11IJ IF S7R I G CB> =0 THEN GCSJB 3013 

121 IF PEEK(53?79)=6 THEN GOTO 160 

139 DX=flPX: DTf=HPr 

Uft IF P01HT>fl THEN GCSJB 740 

150 GOTO m 

160 ? llWftEH OF fms-*;:lNPUT F 

170 ? I NOU HAVE 10 UOftK THIS LOT OUT 

1S0 IF F>49 THEN F - 49 

190 $N*$INCPI/(F/2» 

?00 CSHQSCPl/fF/2)) 

211 FOR L=2 TO F+1 

220 If l'\n THEN ? 'HELL 1 M HALF NAY 

230 FOR K=1 TO POINT 




Xtt,U B m,L-1) + CS-ZlK,L-t)*SN 
250 nK f LMr(K,L-n 
260 Z(K,L1 = Z(K,L-I)*(S*X(K,M)*SN 
270 NEXT K:*JEKT L : 60SU6 42t:IF NN=99 T 
HEN 50 

2S0 410 

290 GRAPHICS S - SET COLOR ;,B,0:GGTO 80 
3*10 LET P01NT=PQINTM 
310 FLAG-1 

3?fl ? POINT;' POINTS SIT" 
330 5t(POI]ilT,1) = M-140 
34? Tf(P0lN7,1) = &r 

Turn t& Page 24 ► 
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•4 Front Page 23 

350 Z(POIN7,1M0 

360 GX-^CPQINT-1,154l60:fiY=YCPOINT-1,t 
) 

370 GX2 = X( POINT, 1)*:6fl:G v 2=n POINT, 1) 

380 if mnr>\ if en plot g^gy^mto 

-GTZ 

390 IF PaiNT=HAXI THEN SOTO 160 
400 RETURN 

41E IF STMGEflJsB THEN RETUfiM 
415 GOTO 41B 

421 ? 'INPUT ANGLE ^ INPUT M 
i3fl GRAPHICS S : SETCOLOR 2,0,fl 

If HU-99 THEN RETURN 
450 FOR L=1 TO F 
460 FOR K-2 TO POINT 
470 H=160+KEK-1,L) 
480 J = Y IK-1 ,L>-NW*HK-1 ,L> 
490 N=l604XtK,L) 
m H«Y (K,L) -NN+KK/l.) 
511 PLOT H,j;DRfUJTO N,H 
520 PLOT N,M:DfiAUTO til** (K,L+1 ) / TC( / L 
0)-NN*;{K / LH) 
530 NEXT K 
540 NEXT L:G0TO £20 
550 RETURN 
560 S=STKK(0] 

570 XZs(Ss7)-(S*11):Tr2=(Ss13)-(S=H):H 
PX=MPX + X2*J:WPr=MPm2*J 
575 IF HPK1&1 Oft M PK> 3 1 8 OR HM<1 OR 
*1PY::* 1 5 5 TfcEN MPX - HPX-X 2 *3 : *1P T =*IP V - V2*3 
SSfl PLOT HPX f NPr;PLOT HPSt,PPr+1 :PLOT K 
PKH,HPt:PL(T «IPX + 1 ,WPY + 1 




535 COLOR 0:PLOT MPX,HPY:PLOT «fX f «PT* 
1;PL0T HPS 1 1 ,HPY: PLOT HPJM ,MPTf+1 : CC LO 
R 1 

590 RETURN 
740 RE1 

75(1 IF KP)(=£PH; AMP MPy=EP v THEN RETJRN 
760 COLOR 0 

770 PLOT XtPOINT, 1M60, If (POINT, k);D«A 
WTO tPK,EPV 
78fl COLOR 1 

790 PLOT K(P01N7/l)+168,Y(POIN7,1):t)ftA 
WTO MPX,MPY3il0 EPX=HPX;EPt=MPY 
S00 EP9C-HPK :EPY=HPY 
SIB RETURN 
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STORT SOFT 

M4/i ORDER SPECIALISTS 



Special purchase of Certified & Guaranteed Bankrupt Stock 

100 DS/DD 48TPI Discs 



£29.95 



I nc Sleeves, Labels, Write protect- 
Limited oner while supplies last, 

ALL DISCS CARRY A NO QUIBBLE H EPUjGEMENT GUARANTEE, ARE CEflTIFE D 1 00% 
ERROR FREE AND COME WITH LABELS, SV; ALSO HAVE SLEEVES AND WRITE PROTECTS. 
FLIP SIDED DISCS HAVE TWO I NDEX HOLES AND TWO NOTCHES. 





SPECIAL OFFER !* 






3S dSTPI 5-25" DtSC5 R ?3 CAP UCKlUG DISK BOK 




50 


55 43TPI 5 55" BSCS s '20 CAP LOCKING DISC G^X 


JO 


■CO SS i$lP\ 5 25 L D'.5C5 & 20 CAP LIKING DISK EC-x 


£35 as 




OS i&TPI 5 ?5" DISCS A '50 CAP LOCKING DISK &C * 


E'?30 


50 


OS SBTPI 5 25' DISCS 4 '20 CAP 10CKIN0 L^I^K Ktt 


SD 


"OC 


OS 46TPI 5 25' DISCS * J KJ CAf lOCMNG DISK &C!i 





5V " DISCS FROM AS LITTLE AS 33 PENCE 



NOTCWiff FRE£ W1H EACH IDG HSCS PURCHASED 



SS 4STPI 
DS 4STPI 
DS 96TPI 



TRIAL 10 
£1 5C 



£5 

£1 1.00 
£13.00 



50 
C17.W' 
E19.00 
£21.00 



100 

E3S.0O 
£37.00 



ID in a plastk 

£5.50 
£6 .SO 
£7.50 



BOX Of TEH BRANDED PRECISION C^'DD *i TP1 E»9CS 



S7/ HOLDS 100 



(HOLDS 60 3" « » 3V, - ) 



LOCKING DISC HOXfcS 



S 1 // HOLDS 50 

3-'C HOLDS 40 C7.fi5 



ANCILLftRIES 



Sr/lSl*AMI<5A'PC 1512 TO CENTRONICS PAINTER LEAD 
5T TO R5232 MODEM LEAD 

SWITCH BOX-2 POSITION ]■! prt*-te2 wrrprtu idwunl C*inrta tr RS332-p*H»K*aV 



£7.95 
C7.A5 



3.5" SPECIAL OFFERS 
25 5SDD 135 TPI(MFIDD) & BO Of GD9G locking disc box 
50 SS'DD t35 TPKMF1DD) a SO or B0:90 locking disc box 
25 DS DO 135 TP1(MF2DD) fi &r 6^0 locking disc box 
50 DS/DD 135 TPI(MF2DD) & SO or 60 90 locking disc box 




E32.00 
£5100 
£35,00 
£61.00 


fSStpi unbrandad 10 25 

SSOD fMFlDD) E1&.0S £24.00 
DS'DD (MF2D0^ E11.» CS?.OD 


50 100 

£47.00 €92,00 
£53.00 £99.00 


500 
DO 

£4^ 00 


to 

in a case 



CUM ANA DRIVES 



ATARI ST 1 MEGABYTE 
AMiGA i MEGABYTE 

NO ADDITIONAL LEADS OR POWER SUPPLY REQUIRED 



1 133.00 
£129.00 



ATARI HARDWARE - BARGAIN PFICEB 



S30 STFM C279.&S 

520 STM, SF354 5 meg (Jriv*),.... £279.95 

550 STM, SF3U (1 mag drihw) , ...£334.35 

520 STM, SF354 * SMI 25 mor,& rnortlor £374.95 

520 STM, SF314 & SM 12S .._„-,..„.,„...™„ ra .. 1 £434.9* 

1040 STF 7 SM125 mono nwriitor , £570.00 

Mtfga ST (2 megatyto RAM * 1 m*fl £945,00 

Maga. ST (2 megabyte RAM & 1 meg driw) & SMI 25 , £935.95 

Metqn ST (4 megabyte RAM A 1 meg dove) . . £1095 00 

Mega ST (4 megabyte RAM 3 1 mag drive} * SM12S - £1190.00 

All Harctoara -somes with -^ee oust camera!! AJ STs c»me wifr 5 put* 1 - domain disca inducing 
CPM emulator and tha arcade game Megar&da & Nank discs fc? n^ -1 Y^ 1 Qr i^^m ^ 
wWrtwnaf cfc&CE tram Our pyblw Chdmein \\hriLty. B^aic languaoa disc end manual. 520 STM 
ONLY comee with I si Word wotd processor and spelling dhOctor 



COMPUTEiF? ACCtS^QRIES 



5 2T DISC NCTOlEP ^Dw^P y»-.ir ci W caw^ty wi n anglu s dcc dTV&) 

DISC CLEANING Kn~S I qjkl ncn aixuva - pmtocl your vaJj^Me &fifMar« 

s ss" DDK „_ _ ca.H a.r dck _ 

SPECIAL PRICE 

MOSFT, SMM604 P^niflt, SC1221 Colou-McnTOf, 1*t Wwd d Sfwii Irpiui u ibcm 
MEGA ST<Z rr*aJ, SMMW*. hi wo^d a S^ii Ii 

MEGA ST U rrugj, SW?1 5. fttona bbnrtar SI M&H L a»< PHrWf A SH£05 HaTO tXBC D^V4 



13.95 

Mm 



Just write tw more mformaiicri. Cheques etc. payable to STORT SOFT ^Interngiional orders add iQp^ and remit in poundE SlerUng tnnk d T sft or intgrnjiional money order., Wrile 

in any rjHier currency). 

ACCESS MASTERCARO-EU ROC ARD.VrS A acceded. CREDIT CARD ORDER LINE-&279S9509 
24 HOURS A DAY, 7 DAYS A WEEK - VAT & P.P. INC. MO HIDDEN EXTRAS- V^H AT YOU SEE 

IS WHAT YOU PAY 

18 CROWN CLOSE, SHEERING, BISHOP'S STORTFORD, HERTS CM22 7NX 
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Brian Jobting, one of the founders of Zeppelin Games and author of Speed Ace 



Visions of success... 

Neil Fawcett takes a look at a new software 
company, a new game and its seasoned author 

IN an ever-expanding software 
market it is always pleasing to see a 
new product arrive in the office - and 
Speed Ace certainly had us all 
buzzing. 

It is the first release for the Atari by a 
newly formed company, Zeppelin 
Games, which decided to enter the 
world of budget price software, ff all 
its products ere as good as this one it 
can look to a prosperous future. 

The game is a one or two player 
motorcycle simulation which uses a 
split screen display similar to the old 
Pitstop il game. After playing it for a 
while 1 was intrigued to find out why a 
full price product of this calibre is 
priced at only £2.99, So I packed my 
bag and headed for Neweastle-on- 
Tyne to talk to the author Brian Job- 
ling, who is also one of the founders of 
the company. 

When you meet Brian the first thing 
that strikes you is his age. At 19 he has 
already chalked up an impressive list 
of games on various computer 
formats. His successes on the Atari 
came about while he was working for 
Tynesoft - Winter Olym pics, Phantom r 
Who Dares Wins H and Mousetrap. 

I summise that it was the success of 
these - especially Winter Olympics 
which sold over 4,000 copies in its first 
month - that allowed him to buy his 




Porsche at the tender age of 18. 

When I asked Brian why the game 
was so cheap his answer was very 
simple: Zeppelin want to show that 
high quality software can be produced 
and sold at a budget price. It has 
certainly done that with Speed Ace. 
Unlike most budget companies who 
bring out up to 10 titles a month of an 
average quality, Zeppelin wit] only 
produce around two or three games a 
month. But because more time is 
spent on each, the quality will be very 
high. 

Zeppelin was formed on 30 Septem- 
ber last year by Derek Brewster,, 
Martin O'Donnefl and Brian Jobfing. 



They have their own En-house pro- 
grammers and various free-lance 
writers and r as well as supporting the 
Atari they produce budget games for 
other micros. 

Derek is the man who got Brian 
interested in the world of program- 
ming. He was converting games for 
the Amstrad CPC r but since then Brian 
has moved on to better things. Derek 
used to be an editor on a computer 
magazine. 

With all this experience the com- 
pany has the potential to succeed, but 
what really sells the products is their 

Turn to Page 26 ► 
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quality. The packaging has been 
produced in a very professional way 
Original artwork and eye-catching 
style makes the product jump of the 
shelf at you. So, best of luck Zeppelin 
and keep those quality products 
coming in. 




NEW RELEASE 



As with most budget releases, 
Speed Ace is only available on 
cassette, Being the first release for 
Zeppelin, they will be hoping for a 
huge success. 

When loaded you are presented 
with the main menu from which to 
select your race options, 

If you choose a one player game 
you will race against 19 other 
computer-controlled riders on a full 
screen. The scrolling is very fast 
and simulated speeds of up to 192 
kph are possible. 

In two player mode you can race 
against a friend using a joystick 
plugged into port two. The screen 
is split into two each half giving an 
independent view, with the two of 
you being the only riders. This 
technique slows the game down a 
little, but racing against someone 
other than the computer is great 
fun. 

You can choose between nine 
different race tracks with from one 
to nine laps on each. The circuits 
include Brands Hatch, Silversione, 
J drama, Paul Ricard and Daytona. 



COMING SOON 



Zybex will be the next release by 
Zeppelin for the Atari B bit and 
although the version I saw wasn't 
finished, what I did see was superb^ 
It promises to astound Atari games 
players with its quality and addict- 
ive n ess r 

The game involves two rebels — 
Rinser and Cassalana - who have 
been sent on an almost suicidal 
mission to escape the nightmare of 
Death Row, 

To escape execution they must 
go to various strange worlds in the 
Czoken system and fight weird and 
deadly aliens. From each of these 
planets you must collect a teleport 
crystal. Each crystal gives you 
access to another world until you 
reach the restricted levels and face 
the ultimate challenge - the Zybex 
itself. 

If you obtain this it will ensure 




The inlay card says that the com- 
puter tracks are identical to the 
originals, but not knowing them 
personally I can't dispute it — 
although Brian assures me they 
are. 

To control your bike, push for- 
ward on the joystick to accelerate 
and putl back to slow down. If you 
collide with another rider it results 
in you temporarily losing control 
and it will take you a little time to 
regain speed. 

Leaving the road or touching the 
kerb also slows you down dramati- 
cally, so take the bends at a com- 
fortable speed and it will pay off in 
the long run, I found that under 140 
kph was a safe speed for bends. 

After a race you are presented 
with the score table which shows 
the best time for that particular 
track and the time you have just 
achieved. It also shows what pos- 
ition you finished the race and the 
best position you achieved. 

The graphics are superb and the 
scrolling exceptionally well 
executed. Sound effects could be 
better - a catchy little tune on the 
fnain menu would have been nice. 
Having said that the constant 




5 



sound of the engine revving and 
the crunch as you grate your legs 
into the ground as you go round a 
corner are adequate. 

The feature I really liked was the 
way the bike leans to one side as it 
goes round corners; this is 
smoothly done and adds the fin- 
ishing touch to a super motorcycle 
game - the first of its type that I 
have seen for the 8 bit Atari's, 

At £2,99 this game is a bargain 
and must be a winner for Zeppelin 
and Atari computers alike, i will be 
very surprised if it doesn't turn out 
to be one of the best sellers in 19SB. 



that your captors remove death 
rings from your necks, 

To help you with the mission you 
are given the Orbit weapon with 
power level one. This can be 
increased as the game goes on by 
picking up weapons of the same 
type. 

There are others that you can get 
and these include the Rail Gun, the 
Wall, the 8-Way and the Pulse. The 
game is described as having a sim- 
ultaneous two player option - two 
players on screen at the same time. 
Very nice to watch. 

The graphics are stunning and 
the music was some of the best 
ever on a game for the Atari r and 
believe me l J ve heard a lot, 

The graphics for the backdrops 
are some of most original I have 
seen. A lot of thought has been put 
into designing the aliens you fight 
and the weapons that you use. All 
in all this game is a credit to Zep- 
pelin. 
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NEWS...N: 




Service - 
has new 




role 



ONE of the country's hading 
teamed societies has joined 
MicroLink 

The British Psychological 
Society has nearly 12,000 
members and is involved 
with government the health 
and education services, 
academic institutions and 
other organisations here end 
abroad. 

Last year its charter was 
changed to allow it to main- 
tain a register of chartered 
psychologists which the 
general public will soon be 
able to consult 

This gives the country a 
new breed of chartered spe- 
cialists whose education and 
professional conduct the BPS 
oversees. 

The society is no stranger 
to the benefits of electronic 
mail, For some time its 
members who work in 
academic institutions have 
been communicating via 
JANET the Joint Academic 
Network. 

By joining a more widely- 
used service like Microti nk t 
BPS members working in all 
areas of psychology can now 
communicate faster and 
more efficiently with the 
Society's offices in Leicester. 

In addition the society's 
extensive business activities, 
which include publications 
and software, will be 
enhanced by MicroLink Email 
and telex facilities. 




bulletin board 
for business 



MICROUNK has joined forces 
with the University College of 
Swansea to provide a unique 
electronic bulletin board for 

businesses. 

Subscribers can get advice 
free of charge from experts in 
various fields, and discuss 
business problems with 
others who may have experi- 
enced similar difficulties. 

As well as being instant and 
free, this access to profes- 



sional expertise comes with 
no strings attached, no axe to 
grind and no commercial 
bias. 

The wide range of business 
sectors covered includes 
legal matters, exporting, 
industrial relations, manage- 
ment, market research, per- 
sonnel and training, statistical 
and systems analysis. 

Expertise is also supplied in 
the areas of computing and 



Translation back 
the same day 



LANGUAGE expert and 
Swansea university lecturer 
Dr June Salmons has started 
what is probably the world's 
fastest translation service on 
MicroLink. 

Subscribers who send for- 
eign language documents to 
her mailbox can get the trans- 
lated material back the same 
day - a vast improvement 
over the post, particularly for 
businesses^ 

Initially I can offer transla- 
tion facilities in Italian, Span- 
ish and French - but if the 
demand is there, other 
European languages can 
easily be added", said Dr 



Salmons. 

Subscribers can use eit'ier 
the standard service r where 
the translated document is 
returned vfa MicroLink the 
next day, or the super-fast 
same day service. 

Or Salmons, a lecturer in 
Italian, said: "Europe has 
always been an important 
area for organisations to 
develop into. However', 
barriers are often erected 
solely because of linguistic 
difficulties. 

"Hopefully, a fast and 
efficient service like this 
should make it easier for 
nrtore firms to enter Europe". 



computer systems r electrical 
and electronic engineering, 
expert systems and artificial 
intelligence, and mechanical 
engineering. 

Users of the Business 
Bulletin Board can browse 
through the messages and 
repl ies for items of i nterest. 

All messages are read by 
the system operators who 
pass them on to the relevant 
expert. 



Big cash 
savings 

THE first commercial bulletin 
board on MicroLink has been 
launched. 

Called Load Link, it will help 
Britain's 2 r 000 removals 
firms avoid expensive wasted 
space on their vehides. 

The service provides infor- 
mation about spare capacity - 
part-loads - available 
throughout Britain and 
abroad. 

Firms using LnadLink can 
sell or buy space on part- 
loaded vehicles, enabling 
journeys to become more 
efficient and profitable. 

It also enables firms to give 
their customers better service 
by accepting small loads that 
were previously uneconomic, 
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Amsuad PCW 



Amstrad Professional 
Computing 



COMPUTING 6 
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Computing twfh the 
Amstrad CPC 



Cc\mput>ng with th& 
Amstrzd PCW 



PCAmstrad 



.ale NOW a* 



On 



Diamond- 



^^Mr Europress 

0 0424 430422/422928 



NEW LOW PRICES! 



5.25" BULK PACKED - TOP QUALITY 10 



Single Sided 4BT.Pl 
Single Sided 9GT.P.I 
DoLblB Sid«J«T.P.L 
D-DLble Sided 96T.P.I. 
Double Sifted Cotourad OT.Pl 
DoudIg Sided Reversible 96T.P.I 
Coloured k R*ve*stote 4ST.P1 
Colound&Ftoeisble 96T.P.L 



£5.49 
£5 55 

£6.95 

£7,95 
EB.95 
£9.95 



25 

£1 D.7S 

£11.50 
£13.75 
£15.00 
El 7. 25 
E18.75 



50 

£16.50 
£19.00 

£20.50 
£25.75 

mm 

E32L75 
£34.50 



100 

&m 

£33,50 
E34J60 
£36.00 
£48.50 
E5O50 
£63.25. 
££5.50 



150 

E41.50 
E43 00 
E45.00 
£45,50 
£07 JO 
££5.50 
£66.25 
£94.75 



Packs of 10 5,25* Disks eeme wiih Free Plastic Library Case (worth £1 ,49!) 
Coloured Disks come in five colours (Red, Blue, White, Yellow, Green) 
Reversible disfc have two iriSex holes and two notches! 
Coloured and reversible disks come in fiv&cDlDura aid hMtwo holes and nolches 
fi\ Centec disks are packed with a protective jacket (envelope) and come wiih a lull 
user ml including a label and a write protect lab. The disks are manufactured Id top 
international standards and have a hub nng 'or acded ora lection. All cists cary ou 
no quibble replacement guarantee aid are certified 100% error free 




Storage Boxes 

3,00* Lockable - Holds 25 £7,49 
3.00 B Lockable- Holds 60 
3.50" Lockable -Holds 40 

3£0' Lockable -Holds 80 
5.25- Lockable -Holds 50 

S^S'Loctefcte- Holds 100 £8.49 
525- Lockable -Holds 120 £10.95 



£8.49 
£7.49 
£6,49 
£7,49 



3.S H Cleaning Disc. £4.99 

5.25" Cleaning Disc £3.99 

Disk Noteher .....,..,...„.. E3.49 

ST Printer Cable £8,49 




Printer Stand 

This new professions! 
printer stand takes 
hardly mora space than 
your printer. Due to the 
positio ning of the paper 
feed and re- fold compartments i.e. one 
above the ether, the dssk spaca 
required lor /our printer functions is 
effectively halved. Additional Jaci lilies 
include: Easy access to paper from 
both sides, used with bo:h :cp and 
bottom feed paper and with its dial 
ooniralled paper feed system witti 
adjuslabls deFleclor plales if ensures 
smooth paper flow and automatic 
refolding, 

80 Col ., £29.95 

132 Col .„ £34.95 



PHILIPS CM8833 



* Free Atari Cable * Stereo Audio 

* Free Next Day delivery * Resolution 500x285 

SONY MF2-DD Branded (10) „ E1&.95 

GOLDSTAR MF2-DD Branded ( 1 Q) . . ^ £18.95 

SONY MF1-DD Branded (10) , „ £16-95 

MAXELL MF1-DP Branded (10) .£17.95 

CENTEC CF2-D Bulk (10) E1B.99 

SPECIAL OFFER BOXES 

100 5,25" DS-OD Disks plus 100 Capacity Locking Disk Box ..£41.00 

75 3.5" OS-DD Disks plus 60 Capacity Locking Disk Box £89.00 

25 Coloured 3.5" DS-OD Disks plus 40 Capacity Disk Box «... £44.00 

3.5" TOP QUALITY BULK PACKED DISKS 

10 25 50 1M 150 

SinolfiSidsdl35T.pl E12.*& £23,55 mt.% £128.96 

Double Sided 135T.P1 £14.49 £26 95 £52.35 £9B.9G 045.95 

Rainbow Pack of five colours - New product! 

&riglftSyftd135T.Pl £17,95 EJ5.9S £62.95 £119.95 El 69 95 

Double Sidttfl 13ST.P. I El 9.95 £39.95 £75.95 €145 35 EE 14.95 

P&cte of tO 3.5* Disks came with Fr&a Plaaiit Lbrary C^a (worth £1 ,49!) 
All discs are supplied with labels and are certified 100% error free 

CENTEC ELECTRONIC SYSTEMS LTD 

«s~ UNIT 3, THE METRO CENTRE, 

V BRIDGE ROAD, ORPINGTON, | vsa 
Til KENT BR5 SBE 

TEL: (0689) 35353 (6Llnes) (24 Hours) 
Fax: 0689 77737 

Remember- All price* Include VAT and delivery! 
There are no hidden ex Iras to pay! 
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Adventuring 



Grateful for 
small mercies 



AS I was saying to my great-great- 
great-grandfather just the other day - 
we small folk are noted for our lon- 
gevity you know, despite the fact that 
we dice with danger and dragons vir- 
tually every day of our lives - not a lot 
new seems to be happening at the 
moment. 

There's usually a post-Christmas lull 
on the games front and: that goes for 
adventures, too. Still, this year it 
seems even quieter than ever, but 
then I probably say the same sort of 
thing every year, 

When you think about it though, not 
all that many companies are 
producing adventures these days, 
even when the market is at its liveliest. 
Apart from Ralnbird, Magnetic Scrolls, 
Infocom and Level 9, adventure 
producers seem remarkably thin on 
tha ground. 

There's Robico, of course, and even 
US Gold releases the occasional 
import - the Ultima and Electronic 
Novel series spring to mind - but 
you'd be hard put to think of any 
others that are still around, 

And yet, when you really start to 
look back over the years, that's the 
way it has always been. Only a hand- 
ful of compa nies have ever gone in for 
adventures in a big way. We must be 
grateful for small mercies - as long as 
we adventurers remain hungry for 
new quests and challenges, I believe 
that there will always be software 
houses wilfmg to satisfy that demand. 

The most cheering aspect is that the 
quality of the adventures being writ- 
ten today is, in most cases, better than 
even 

The advent of more powerful and 
larger memory machines, together 
with the development of more sophis- 
ticated programming techniques, 
means that we are no longer faced 
with wrestling with an adventure's 
vocabulary severely limited by 
simplistic two-word command struc- 
tures or bored to distraction by barren 
descriptions, 

For those that like them, many 
adventures now have superb graphics 
and some even sound effects. 

We've .come a long way in a few 




years and with the prospect of other 
exciting developments such as CD 
torn, the future of adventures looks 
assured. 

Now, turning to your letters, what 
happened to your response to my 
invitation for you to send in your per- 
sonal lists of favourite adventures? 
Not a dicky-bird have I heard! Can it be 
that none of you have played enough 
adventures to be able to supply such a 
list? 

I can't believe it — surely most of you 
have experienced the joys of at least a 
dozen quests? If so, write in and let me 
know your favourites in order of pref- 
erence. I just love comparing my own 
pet likes and dislikes with those of 
fellow adventurers, don't you? 

Steve Wilson of Tarn worth is des- 
perate. "Please, please, please/' he 
writes, 'for goodness sake tell me 
who's the King of the Jungle in Mor- 
don's Quest". Tarzan has spiff Mcated 
Steve a hundred times and Steve has 
wandered around in misery for 
months trying to discover the answer. 

He's going bald with worry and 
unless someone tells him soon, he's 
going back to Space Invaders - that 



shows you just how bad the situation 
is. I don't know the answer, but for the 
sake of Steve's health, can someone 
please supply what he and Tarzan 
want? 

Brian Standing of Port Talbot takes 
me to task for forgetting what I am 
supposed to already know about 
Ultima IV. Similarly, Ron Rainbird 
from near Crewe asks for my help with 
the same adventure, noting that I 
claimed to be an expert on the game. 

Well, I'm afraid I have a small con- 
fession to make: Like Dr. Who, who 
regularly undergoes a transition to an 
entirely new personality, I, too, have 
undergone a change in recent months. 

I am not who I was, if you catch my 
drift, and I have to admit that my 
knowledge of Ultima could be written 
on the head of a match. Now if it's info 
on Infocom games you're after... 

However P Brian has supplied some 
more help with Ultima IV which I now 
pass on for the benefit of interested 
parties. The mandrake can be found 
either on an island to the east of the 
Fens of the Dead which are south of 

Turn to Page 30 ► 
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•4 From P&gs 2B 

I 

the Island of Paws or, easier, in the 
Bloody Plains - look for the marsh 
symbol. 

Mandrake and nightshade can only 
be gathered at midnight - no moons. 
Nightshade is found at LAT. J F LONG. 
C O. The three syllables of the word of 
passage are VER, AMO and COR 
making VERAMOCOR - but Brian is 
not absolutely sure that is the correct 
order, not having played it for quite a 
while. 

You should stock up on your full 
quota of spells before entering the 
chasm since it is an arduous journey 
to the bottom. The most useful are 
Heal r Cure, Dispel, Awake, Negate, 
Sleep and Protection. 

Ron would like to know where Buc- 
caneer s Den r Magincia, Nostro, the 
Runes for Valour and Spirituality and 
the secret entrance to Hythloth are to 
be found. He would also like infor- 
mation on how to travel by ship into 
Lock Gate to see Mentorian for the 
Gate Travel spell, Can anyone assist? 

See you next month, 




THE PA Wflf 
Solution - P sn two 



10 me room with the low eerfinn 

K h ' 0ns for the coin, go to the 
im and press the button 

trowS r 9 k e ' Umps usifl 9 the 
h^T Go back to the lift and ore^ 
«h« button, then get the rope 

coin ScV; d G t ^ Wfth 
trarif ftn ^ j- i to the narrow 

g to 2?J mb ° ver the rocks 
Save aVern and find 

Travel N, N to the laboratory. 



9ive rice then lurnns t„ *u 

cast s ,„.« ' ar !: 0 ™ k "1 U| « *en 

00 ^SW, N ,Tw and 9 

men N to the room 

and tie the rope to the hook climh 

oottJe to the porter then go E 0 and 
N to the annexe. 

Grve the beer bottle to Jerry then 
9° S, B N and E to hell and ask th* 
dev.l about the wristband » hen ' e t 

m tn© chamber via r^r.* k ■ j y 
high ledge. Pe br ' dQe and 

• Pan three next month 
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So no^ you aj^JJ^i; thal for your busi ness efficiency ^^^^^ 

anvwnere, anytime. Hows^^^^^— Howtojdm 
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m offers 



These two exciting compilations bring 
together some of the very best listings 
from the pages of Atari User. 

Whether you like games or prefer 
more serious pursuits there's 
something here for you - and you can 
also learn a great deai from examining 
and modifying the Basic listings. 



Ten 



Ten 



of the Best Games 



n « Bells - Rescue c 

"S£aa" , spaced *e * 

caverns . v0(jr rmaocn 

ma ze. *°»* n9 Jo bb ie up a" lhe 
the - Help 

WifJ^ ^ tor ^6 tne new 
classic a'caat y me doCtor w» 



sr °recJ on lJ a at a/i rh p b 

Stf" *#* of your , ^ 

^ 0 ''SL"^ how P '^ fes ar * create u 



•- J. — .— . — . -.— 

.c St.* 




Spaceman 



ONLY 



£4 



.95 

each 



i ■ - or just £1 .95 each when 
you take out a new subscription 
to Atari User — or if you renew 
your existing subscription. 



Bounder Wrff the game you liked best of aff* 
Now, in BOUNDER FLUS r we ve mxde it ei/en 
better — with SfX exciting new screens to test 
your dexterity. Bounce up and down on the 
springy trampoline to hit the many targets 
white avoiding the balloons. fXL and XE onfy»l 



TO ORDER PLEASE USE THE FORM ON PAGE 61 : 



AT 11. "B" 







'• .... .... 



. . ...... — — 




March 1988 Atari User 33 



1 





WORD PROCESSOR 
Compose a letter, set the print- 
out options using embedded 
commands or menus, use the 
mail merge facility to produce 
personalised circulars - and more! 



SPREADSHEET 
Prepare budgets or tables, total 
columns or rows with ease, 
copy formulae absolutely or 
relatively, use a wide selection 
of mathematical and scientific 
functions, recalculate 
automatically - and more! 

GRAPHICS 

Enter data directly or load data 
from the spreadsheet, produce 
pie charts, display bar charts 
side by side or stacked, overlay 
line graphs - and more! 

DATABASE SOFTWARE 



DATABASE 

Build up a versatile card index, 
use the flexible print-out 
routine, do powerful multi-field 
sorting, perform all arithmetic 
functions, link with the word 
processor - and more! 

COMMS MODULE 
Using a modem you can access 
services such as MlcroLink and 
order a wide range of goods 
from flowers to software, send 
electronic mail, telex and tele- 
messages in a flash - and more! 

LABEL PRINTER 
Design the layout of a label with 
the easy-to-use editor, select 
label size and sheet for mat « 
read in database flies, print nut 
in any quantity - and more! 



hnmpu IhiLJsi', AiHjii^tmii Purk, 

Adlington, Macclesfield SK10 5NP. 



ORDKR FORM 



1 



Please send me Mini Office II for the 
Atari 400/800/XL/XE (48k required), 
on SVi'disc for £19.95 



I enclose cheque made payable to 
Data base Software, or debit my 
Access/ Visa card: 



n 



r-nrmnm-n 



Exp. date 



Name,., 
Address 



ORDER HOTLINE: 
TEL: 0625 879920 



L 



SFM) TO: l)ulaha!H» Software, 

f! Lin i pa lUmsf, Adlin^Lon Park, 
VdliiiMli.ni, \l<ii-L-lt-s1h-lcl SKIH5MV 



ft I 

i AT wm 



Batty but beautiful 



Product: Rebound 
Supplier: Microv&fue/Tyne- 

soft, Addison fndustrj&i 

Estate, B/aydon, Tyne and 

Wear NE21 4TE 
Price: £399 (cassette} £5.99 

(disc) 
Tot; 091-414 4611 



ONE of the main problems 
the software market suffers 
from is a lack of originality. 
At times it appears that pro- 
grammers sSmply change 
the design of the aliens and 
sell shoot-'em-ups under 
another name. 

Maybe it's time we went 
back to another old idea and 
jazz it up a bit and this is 
exactly what MieroValue 



has done with it's latest 
game Rebound. The title 
screen is very well done, 
There's no amazing picture, 
but varying text fonts and 
colours are used to good 
effect. 

The music is a superb per- 
cussion piece that realiy 
gets your foot tapping. It 
goes on for quite a while 
and changes all the time - 
not the usual monotonous 
dirge that some games give, 

As you play, the music 
can be heard in the 
background -a feature that I, 
like. 

The quality of games 
music seems to be getting 
better atl the time - but 
that's not really surprising 



on the Atari machine. 

Now on to the game itself, 
imagine that you take a 
tennis court, cut it in half 
along the net, then place 
one half at the top of the 
screen and the other at the 
bottom. 

You then have a bat at 
each end moving left and 
right and a ball and build the 
sides of the court up so the 
batl can rebound off them, 
There you have it — sounds 
very simple doesn't it? 

There are three levels of 
play: One is just right for the 
novice,, but don't try level 
three unless you have the 
speed and reactions of Boris 
Becker. 

In one-player mode you 



face the computer, but the 
fun really starts when you 
move to two-player mode 
and challenge a friend. 

The object is to score 
seven points, or goals, 
which is done by making 
your opponent miss the bail 
so it passes his bat, 

You can only score a point 
when it is your serve and the 
scores are displayed on a 
status line thai separates the 
two halves of the court. 

When a game is won a 
whistle blows and you are 
returned to the title screen, 

An amusing feature is the 
animated audience seated 
on each side of the court. 
They are the strangest 
bunch of aliens I have ever 
seen si nee the canti na scene 
in Star Wars, 

Whenever the player who 
they support scores a point 
they clap, jump up and 
down and generally squirm 
around in glee. 

The game contains ail the 
features needed to be a 
winner - smooth scrolling 
and superb graphics give an 
overall addictiveness, the 
animated audience is fun to 
look at and the music is 
superb. 

Rebound will be released 
at Easter on Microvalue's 
Four Great Games - Volume 
Three. The pack will be 
worth buying for this game 
alone, Well done Microvalue 
- a superb product. 

Neil Fawcett 
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Flight of fancy 



Product: Swift Spreadsheet 

Supplier: Audiogenic, Win- 
chester House, Canning 
Road, Weetdstone, Harrow 
HA3 7SJ. 

Price: £24.95 (disc) 

Tel: 01-861 1166 



EVER since the pocket 
calculator was invented, 
complicated mathematics 
has receded. The develop- 
ment of spreadsheet 
computing or, as some 
would call it financial plan- 
ning,, has brought business 
calculations well within the 
grasp of everybody's abili- 
ties and pocket. 

A spreadsheet acts like a 
blank sheet of paper on 
which both text and num- 
bers are placed. Numbers 
form the basis of calcu- 
lations and If these change, 
it often causes automatic 
recalculation of all the 
results, 

Spreadsheets can be used 
for any calculation — not 
only financial, but the 
majority of applications are 
usually for standard items, 
such as profit and loss, bal- 
ance sheets, costing/ 
estimating and analysis of 
expenditure. 

The main benefit, apart 
from time saved in accurate 
calculations, is the possibil- 
ity of what if predictions. 
Just changing a few pieces 



of data or even editing a 
formula can alter the fore- 
cast of any financial 
modelling. 

Swift originates from the 
Commodore 64 version of 
Micro Swift. The disc con- 
tains XL and XE versions 
and the correct one for your 
computer is loaded auto- 
matically when you boot the 
disc 

It comes with a 50-page 
manual covering basic 
information and gives 
plenty of examples and two 
tutorial lessons. 

Unfortunately all the com- 
mands are laid out for the 
C64, but there is a separate 
quick reference card for the 
Atari indicating which keys 
to use. 

Swift has all the usual fea- 
tures found in spreadsheets 
together with user-defined 
screen colours and pop-up 
menus to aid data input and 
manipulation. 

The size of the spread- 
sheet allowed by this- pro- 
gram depends on the size of 
the computer's ram, For the 
XL version there are 6600 
cells - 26 columns and 254 
rows - and the XE version 
has 64 columns and 254 
rows - 16,256 cells. 

To take advantage of the 
package's many features, 
the unique pop-up menu 
system allows you to select 
commands without having 
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to enter a sequence of spe- 
cial characters. 

Many instructions have 
been grouped together in a 
logical sequence to further 
aid data input. 

The menus are small win- 
dows which overtay about a 
quarter of the sheet but do 
not interfere with the data 
behind. 

Some commands have 
additional menus linked to 
them, so there is often no 
need to type in specific 
instructions - just select the 
right one and press Start. 

Using these menus can 
make the compticated 
calculating process struc- 
ture seem easy to operate - 
see Figure I. 

To move round the 
spreadsheet, the Con- 
trol + cursor keys are used 
for single cell jumps while 
for bigger moves the Goto 
key allows you to go directly 
to any cell. 

Entering and editing data 
is simple - just place your 
cursor on a cell and type the 
data in. 

Features include the 



standard preparation of 
cells for width, numbers, 
currency signs and decimal 
places. You can also format 
a disc from within the pro- 
gram, or see the data in a 
basic graphical form. 

One of the most i mporta nt 
parts of any spreadsheet is 
the ability to be able to 
relate cell values to others. 
You do this using formulae. 

For example, you can say 
that the vafue of D10 is the 
result of D3 * D6 You can 
transfer or copy that 
formula to other cells. 

The printer section has 
some good facilities. You 
can select the output width 
and insert printer com- 
mands to customise it. All 
data can be saved to disc. 

Swift operates effectively, 
but the programmers have 
tried too hard to be 
innovative. 

Although the little pop up 
menus are impressive, they 
ere difficult to use, but 
overall using the program is 
still quite easy. 

The tree-like structure of 
the pop-up menus save you 
having to memorise compli- 
cated commands. 

Spreadsheets for 8 bit 
micros are few and far- 
between, and while Swift 
may not have the depth of 
other popular business pro- 
grams, it has very good 
capabilities, is adaptable 
and well suited for begin- 
ners to both computing and 
financial modelling. 

Alan Goldsbro 



Command Menu 




Menu 1 - Range Command 
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Menu II — Range Copy 






Range Format - Menu 1 


1 - Exit 
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Range Save 
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Range Print 


Zero suppression 
Precision 0-8 
Plot * # * 



Figure I: The tree like structure of Swift's pop -up menus 
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TRANSDISK IV 

Commercial tapes CAN be 
transferred to disk!* 

READ ON! 




Are you tired of waiting for cassette games lo bad? Would you like to 
transfer ih em 10 disk for faster, itncre reliable and convenient loading? 
You may have heard or read that this is not possible. Well, not only Is 
it possible, but there is a program. Transdisk IV, that will dp it a!i auto- 
matically, you require no knowledge of cassette protection techniques! 
To put it sirn ply , Transdi$k IV will read ANY Atari cassette , (si ng Is , m u Iti - 
stage, non-standard format, 64 K- no problem!), remove the protection, 
then place ilcn to disk lor you. Plus, to bad and run the new disk version 
of a cassette program requires just one keypress from a convenient, 
autcrun menu disk. 

The cost of this, the most powerful tape to disk utility for the Atari is just, 
£24.95 inclusive of first class delivery. Also cornea complete with com- 
prehensive instructions which were specially written with the cassette 
upgrader and lirst time disk user in mind. 

Requires; Atari BQQXL or130XE Computer with disk drive and cassette 
recorder. 

Remember, that not only will you save money on upgrades to disk 
(If tti&y sr& Available) but many games &r& only available on cas- 
sette anyway so Transdrsk IV has to be a worthwhile investment! 

Send an SAE or phone for more details oi this utility 

Make Cheque or P.O. payable to DIGICOM M and send your order to 1 - 

DIG I COM M 

170 B rad we Ji Common Boulevard, Milton Keynes, BUCKS MK13SBG 
Tel: (0S08) 663700 

Demonstrations arranged tor callers by appointment M^ ^M 
"For your convenience from the original cassette only, 



STACK 



COMPUTER 
PRODUCTS 



CENTRONICS PRINTER INTERFACE 

400, 800, XL, XE (Any B Bit Atari) 




TYPE 72000 

ANY CENTRONICS PRINTER 
NO SOFTWARE NEEDED 
ALL CABLES SUPPLIED 
EASY TO USE - JUST PLUG IN AND GO 
TRANSPARENT & CONVERSION FEATURES INCLUDED 
FULL YEARS WARRANTY 




FREE 40 PAGE 
CATALOGUE ON 
REQUEST OR WITH 
ORDER 



MEEDMORE LIMITED 
28 Farriers Way, Netherton 
Mersey side L30 4XL 
Tel: 051-521 2202 





YOU IN. 



E77777 



YOU'LL WANT TO WRITE HOME 
ABOUT OUR NEW LOWER 
PRICES AND NEARLY 
l£ PRICE INTERFACES 

Atari 5MM804 



80 Column- Dot. Matrix 
80 CPS 

Friction/Tractor Feeds 
1 2 Months Warranty 
Almost HALF PRICE 
Interface Offer! 

ONLY ; . 





EX VAT 

inc. VAT = £1 84.00 



Inter requires 
GRAPHICS ATtNTEHFACE 

tO C&W78Gt tO 

Aten 8 Bit Systems 





80 Column-Dot Matrix 
120 CPS Draft Mode 

24CPS NLQ Mode 
Friction/Tractor Feeds 
12 Months Warranty 
Almost HALF PRICE 
interface Offer! 

ONLY . . . 



EX. VAT 
inc. VAT as £1 78.25 



i 



i 



This Pf inter ft? Quints the 
GRAPHtCS AT INTERFACE 
to connect to 
Aiwi & Bit Systems 



SO Column -Dot Matrix 
1 65 CPS Draft Mod© 
35CPS NLQ Mode 
Friction/Tractor Feeds 
Full 2 Year Warranty 
Almost HALF PRICE 
Interface Offer! 

ONLY . , . 



£179 



Ribbon* I inc. vat = £2ol x s5 AT 

WpCr i Printer Ribbons ava^b]e 
#20 00shee^H^U perfa , ^ 

inc. VAT ~ £14.95 
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Dodgy diagonal trouble. 



Product: Panther 

Supplier; Mastertronic, 8-W 

Pant Street London EC2A 

UJK 

Price: £1.99 (cassette) 
Telephone: 01-377 84 7 7 



PANTHER, the new budget 
title from Mastertronic, is a 
good old-fashioned shoot- 
'em-up r You are inside a 
flying saucer and should get 
hours of entertainment as 
you disintegrate aliens in a 
hail of laser fire. 

You are the lone 
remaining pilot - sounds 
like Batttestar Galactica - in 
the Federal force and your 
city r Xenon, is under attack. 

Most of the population 
have left and the remaining 
few must be picked up and 
taken to the spaceport on 
the other side of the city. 

Reminiscent of Blue Max- 
2001 r the playfield scrolls 
right to left diagonally 
across the screen. This looks 
good, but it unfortunately 
prevents half the screen 
from being used - your 
movement is restricted to a 
narrow channel running 
from corner to corner. 

To me this is a sign of lazy 




programming, as with a 
little bit of work the entire 
screen couid have been 
used. 

The view of your flying 
saucer is from above and to 
the right - hence the scrol- 
ling techniques used. Using 
the joystick r you can move 
up, down, left and right, 
within strict limits, 

The aim of the game is to 
survive - which isn't easy - 
and to rescue stranded 
people who are taking 
refuge in triangular shaped 




bunkers scattered around. 

To make life difficult alien 
fighters constantly buzz the 
area and take great delight 
in 'zapping you - but don't 
they always? 

The terrain is nicely varied 
and starts with desert — 
beware of the killer cacti- 
Don't land on any green bits 
to pick up survivors because 
your craft will explode - a 
handy piece of information 
that the cassette inlay omits. 

Another problem with this 
level is that some of the 
aliens are the same colour 
as the background, making 
them very difficult to see. 

Next you'll come to the 
deserted city which is laid 
out in a monotonously sym- 
metrical fashion. After this 
you arrive at the sea, 
complete with waves r and 
very realistic they are too. 

Look out for oil platforms 
as you cross the screen as 
there could be survivors on 
them. 

After the sea you reach 
another city and the 
spaceport. Flying is fun in 
the city as you try to go in 
under radar and round the 
skyscrapers. 

Below the main playing 
area is your saucer's control 
panel, This displays your 
score, the number of people 



you have rescued, how 
many ships you have left 
and a radar panel. 

The latter shows the pos- 
ition of the bad guys relative 
to you and is very useful 
because they can go off the 
screen and shoot you from 
behind, whereas you can 
only shoot them if they are 
directly in front of you and 
at the same altitude, 

A novet approach I liked 
was that they call your death 
and rising from the ashes 
the Phoenix manoeuvre - 
you have five of these 
before the game is over. 

A failing is that there is is 
no real height indicator — 
you have to guess the 
height by your shadow and 
compare It with the alien 
ships. At least m Blue Max 
the enemy changes colour 
when you're at the same 
altitude, 

Another well-implemen- 
ted feature is the superb 
background music P although 
it can get on your nerves 
after an hour or so. Most of 
Mastertronic's recent games 
have been released with 
some very classy music, 
let's hope they keep it up. 

I was disappointed with 
some of the graphics.Your 
ship resembles a strawberry 
Chat you have just trodden 
on - flat and horrible. 

The alien craft are just as 
boring r but a saving grace is 
that the iittfe people are well 
animated as they run out of 
the bunker to your ship. 

Despite these minor faults 
I enjoyed playing Panther, 
Excellent scrolling and 
sound effects make it pleas- 
ing to look at and hear. For 
£1. 99 you must buy this 
game for your collection, it's 
well worth it. 

Ruth James 
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ATTENTION 

ALL 1050 
DISK DRIVE OWNERS 



The 1050 LS. Plate, 

The ULTIMATE drive enhancement 
from Innovated Software. 



DETAILS 

Plug in, high quality, easily fitted PCB with 
Full fitting Instruct Sons. 
Now wiih full Happy compatibility. 
Improved drive speeds - up Lo TWICE normal loading speed, 
Reduction of drive WEAR and TEAR: 
whole tracks can be stored in Lhe PLATE'S 16K af RAM. 

Supports Double, Dual and Single densities. 
Sector SKEW is na longer required Lo obtain HI- speed. 
Will run all available disk operating systems, (DOS), including: 
SPARTADOS. HAPPY WARP SPEED DOS 
AND OTHER HIGH SPEED SYSTEMS, 
The PLATE drive can also emulate oiher 
drives via its massive on board RAM including: 
IS/LS DOUBLERp STANDARD 1050, ARCHIVER* 

HAPPY, LAZER AND WARP DRIVE. 
HI- SPEED reading and writing with special SIO gives 
an increase In .speed by a factor of SIX EE 
Many special commands have been added to lhe SIO [able. 



SOFTWARE DETAILS 

Supplied wiih double sided menu disc 

and a special HI -SPEED menu, 
Buiil in diagnostic tester, sector copier 
and special backup menu. 



MANUAL 

A comprehensive 30 page manual is supplied with 
complete fitting instructions 
and detailed informal ion regarding software drive control; 
to allow you to access th« full potential of the PLATE, 

All registered owners will be supplied with any software 
updates, etc. for the price of a disk and return postage. 



Also supplied wiih ... 

GREMLIN GRABBER III 

The most comprehensive, HI -SPEED back-up 
futility disc on the market, complete with manual. 



This complete package- 
NOW ONLY £89.95 Lrit Port/ pari in£ »nd 12 imgrHhl wMTinliJ. 

A saving of £24 + 95 on previous advertised price! 



Available only from: 



\ 



53 Rugby Road, 
Worthing, 
West Sussex, 
BN11 5NB. 

Tel: 0903-40509 (24 hrs.) 




ISKOVER 

UR GREAT 
DISK DEALS... 

WITH NEW LOWER PRICES, 
FREE PLASTIC LIBRARY CASES 
AND FREE & CLASS DELIVERY 

V Blank Bisks 



LK PACK 5H" DISKS 
Fully Guaranteed 
Individually Certified 
Tested 1 00% Error Free 
FREE - User Labels 
FREE - Top Quality 
"SLIM PACK" Plastic 
Library Case with 
every TO Disks 
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fa 

™* M EX. VAT 

inc. VAT = £5.69 


50 


Cwf PC. VAT 

inc. VAT - £25.19 


100 


EX. Vat 

re VAT = £44.65 
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JTC.90 

mi*J ex. vat 

inc. VAT = £6.79 




50 


inc. VAT — £29.79 




100 


mm m m ex. vat 

inc. VAT : - £51.69 




10 


^Lr%& EX VAT 

inc. VAT - £7.99 




50 


inc. VAT= 




100 


£57 

M«#f E* VAT 

inc. VAT = £66,59 



DD 100L - 5ft" OfSK STORAGE BOX 

• Holds 100 Disks 

• High Quality 

Impact Resistant Plastic 

• Smoked Hinged Lockabl e Lid (2 Keys ) 

• Supplied! with Dividers, 

£Q-49 

Aml^m ex. vat 

inc. VAT = £10.91 

Compumart 

Dept. ATU • Jubilee Drive 
Loughborough Leics ■ LEI 1 OXS 

a 0509 61 0444 
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MNH NOR Classifieds 



Has upgrading your computar given 
you hardware you no longar need? Or 
have changing interests left you with 
unwanted software? Then THIS is 
the place to advertise your surplus 
items. Atari User readers are always 
on the lookout for a bargain and this 
is the first place they look I 

An added bonU *' sti c^ dlspW I 

I entasis"* w1° t«"!^^^^^ 



^"S can on/ic ho * 

• terr* * C9ptM on this f °- . 

^he cost toS? ° f ' C ° nt,nue °» - 

'0 Won* *° P p8r word, w(th , 

n ^"ARANTtt your „ °' 



• 800XL 1050 disc 
drive, 1010 cassette, 100 
games, joystick, boxed, 
as new F hardly used, 
extras £175. Tel: 041 
887 0536, 

• 13QXE twin 1050 
drives, colour monitor,, 
u.s doubler chip, Sparta 
Dos, touch tablet, joy- 
stick, Infocom games. 
Alternate Reality, City 
Dungeon, Mini Office ll r 
Go-Forth Dos 2 2.5 + 3. 
Microsoft Basic-h 
manual, books, 
complete Atari User 
nnags, eleven other 
game titles, five boxes 
often blank discs. All in 
excellent condition and 
in original boxes £430. 
Tel: 0962 (78.1 534. 

• Wanted disc drive, 
reasonable price. Write 
to Garry Grierson, 13 
Gallacher Place r Lump- 
hinnans, Fife, Scotland, 
KY4 9HP. 

• Atari 800 computer 



and damaged Atari 810 
disc drive £65 o.n.o. Tel: 
0908 677782. 

• Atari 800 VGC 1050 
disc drive, lots of good 
software worth £500 
sell for £100. Tel- Steve 
0474 64608. 

• Atari 300XL with disc 
drive and some soft- 
ware including Mini 
Office II any respectable 
offers. Tel: 01 861 3446 
anytime- 

• Atari 600XL to 64k 
upgrades £25 + P&P. 
600XI will perform 
exactly like 800XI. 
A.Mcintyre, 14 Antrim 
Ave, Stranraer, DG9 
7AZ. 

• Tutorial course on 
Basic 8-bit or 16-bit 
computer. S.a.e. for 
details Mr 
D.P.Whiteside, 171 
Great Gates Road, 
Rochdale, Lanes, OL11 
2D P 

• 130XE £60, 1050 with 



doubler £80, 1029 £70 r 
1010 £15, Rtime8 £20, 
many tapes, discs. Tel: 
0968 74929. S.a^e. Isits 
to Alan Crawford, 99 
Kirkhill Road, Penicuik, 
EH26 8JF. 

• 130XE, 1050 x 2, XCII 
Data Recorder, joy- 
sticks, touch tablet, soft- 
ware, books. For further 
info, Tel: 01 591 7952 
(Ansaphone) £400 
o.v.n.o. 

• 1029 printer + Atari 
writer plus + ribbons 
£90. TeJ: 0276 25769, 

• New to XLVXE's need 
our help then write 
enclosing s.a*e< with 
detailed letter, prompt 
reply. John Maddocks, 
5 Harewood Road, New 
Brighton, Wallasey, 
Merseyside, L45 5BZ 

• Wanted 1050 disc 
drive. Tel: Flint 61850 
after 5 00pm, 

• Wanted penpals to 
swap hints etc. Disc or 



cassette 800. Roger 
Brookes, 18 Har- 
boraugh Road, 
Rushden r Northants, 
NN10 0LT. 

• Atari 600XL, 16k com- 
puter with AC/DC 
Adains dust cover £35 
o,n,o, Mr S.M.Young, 94 
Man gravel Avenue, 
Maidstone, Kent, ME15 
9 BE. 

• Wanted cartridges for 
Atari 130XE. Tel: 0376 
518478. 

• Atari 130XE 1050 
drive XC12 cassette 
software on cassette 
disc and cartridge + 
Quickshot II joystick 
£150. Tel: 0602 205595. 

• Atari 800X1 1050 disc 
drive. Touch Tablet, 
Track Ball, software 
£250 o.n.o. Tel: 0767 
50774. 

• For sale Atari 300XL 
plus disc drive and discs 
£lb0 o.n.o. Tel: G21 554 
9071 or 021 360 8792 



day or night, 

• Ten cartridge games 
for 400/800XL £5 each 
or £40 the lot. Tel: 
(Romford) 04023 41090. 

• Atari 800XL, 1050 disc 
drive, games inc Gaunt- 
let, Pawn, Mirax Force. 
Joysticks, books, mags 
£170. Tel: Dan (0202) 
696497. 

• Atari XE console, 
light gun, joystick with 
Bug Hunt, Flight Simu- 
lates games, unused. 
£80. Tel: 0892 75620. 

• Atari 1029 printer, 
spare ribbon, mint con- 
dition. Atari 1027 printer 
(newt in box including 
Atariwriter disc £80 
each o.n.o. Tel: 0532 
771111. 

• Visicalc for 300XL 
unregistered original 
with manual £25. Tel: 
0495 307025. 

• Atari 1029 printer for 
sale. Hardly used £70. 
Tel: Gravesend 332960. 



Fill in 
now for 
the next 
issue 



10 words £2 00 
15 word* C3.00 
20 word, £4 00 
J h wgrdl £5.00 
30 fterdft £4.00 



I certify that any software offered 
for sale is original and not a copy 

S i g ned 



Name. 



Address. 



POST TO: Atari User Cla&sifieds, Euro pa House, AdJmgton Park,, Adlington, Macclesfield SK10 4 IMP 
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Mi rax Force 



IF^you are having problems with this 
fast action shoot-'em-up don't worry - 
help is at hand. The author, Chris 
Murray, has built in a cheat rnode. 

His middle name is Peter and by 
typing his initials CPM at the title 
screen you will turn off the collision 
detection for your craft. You can still 
shoot the alien craft and destroy the 
super structure of the mother ship, but 
they can't get you. 

I have used this cheat to get all the 
way through the game and, believe 
me, some of the later screens are 
superb - Michelle Nixon, London. 



Zaxxon 



WHEN you are flying through the 
second Space Fortress you need to get 
the heights exactly right for going 
through the space between the force 
fields and the wall. 

Your height is indicated on the left 
of the screen as full and half blocks, so 
here are the heights to fly at: 15, 2.5, 
0 r 1.5, 2,5, 0 and 1.5. - F, Bowley, 
Hockley, Essex. 



Ghost Chaser 



If you are having problems playing the 
game and are losing lives fast, type in 
FANDA and the program will give you 
extra lives. - Owen Paget, Ross-On - 
Wye, Herefordshire. 



Mercenary: 



The Second City 



HERE are tips on how to escape the 
planet with 9 r 000 r OOO credits. 

• Steal the Dominion Dert. 

9 Sell the large box to the mecha- 
nolds, 

% Sell everything else you can lay 
your hands on to the Palyars - 
including the Mechanoid. 

# Shoot all Mechanoid occupied pos- 
itions. 

■ 

You will also need to be in possess- 
ion of the: 



Grenade 
Prestinium 


These make up 
the skeleton key. 


Photon emitter 





HINTS 




TIPS 



rewarded with it and not get the 
1,000,000 credits. 

If you manage to shoot a Palyar pos- 
ition make a quick note of its coordi- 
nates, then get the Anti-Time bomb 
which will rebuild it and you can shoot 
it again, 

A final warning: Don't enter the 
prison in the colony craft laboratory 
because there is no escape. Forfurther 
help with this addictive game take a 
look at the map on Page 32. - S. 
Stevens, Andover, Hants 



Fidget 



need to be in possession of the Anti- 
grav which allows you to fly higher. It 
can be found at location 00-00, 
Altitude 88013. 

You need the metal detector to 
identify Mechanoid positions - it turns 
the message bar blue when you are 
over one. You also need the pass r 
because if you don't huve it you will be 



ON level 10 you will come across Flin- 
del the spider; To pass her you have to 
stand at the bottom of the ramp and 
wait for her web to disappear 

Go up the ramp and then go on to 
the ledge that juts out on the left. Wa it 
for her web to pass you and carry on 
up to the top, then touch Flindel who 
will shrink and allow you to pass. - F. 
Bow ley, Hockley, Essex, 



Alternate Reality: The Dungeon 



To get the Neutron fuel you wi 



0\ level one go to see the Oracle who r 
if you give him five gold pieces will 
give you information about quests to 
undertake. The ones that he speaks of 
are: 

QUEST ONE 

Seek the prison under the palace and 
free the prisoner with the silver key. 
To get it you must kill a master thief 
you encounter at a random location in 
the dungeon. After you get the key 
you must go to the palace dungeon on 
level one. 

The prison is through the secret 
door in the sewer system. Once you 
have freed the prisoner you may learn 
a spell and you receive a staff piece. 
You will then be teleported in to a 
ma^e. 

To solve this you must walk through 
the door immediately in front of you 
after you have been teleported. Then 
take the middle door r left door, left 
door, middle door and then the middle 
door again. This will take you to the 
tomb of Acrinimiral the wizard. After 
visiting: there you are forced to go to 
death's door. 

You are given the option of walking 
through it or using an item. If you try 
to walk through it a bug in the pro- 
gram seems to make it impossible to 
find any item to use with any effect. 
The only solution is to walk through a 
sewer door. 

QUEST TWO 

All you have to do is fight and kill the 



goblin king then fight the troll tyrant to 
recover two halves of an evil ring. 
Then take the two halves to the dwar- 
ven smithy on level two. He will 
reforge the ring for a gem or jewel. 
You then take the ring back to the 
Oracle. 

QUEST THREE 

Take the Marganna's tiara from level 
one to the war horse on level two. The 
tiara is found in the room with three 
wraiths in it. The war horse is found 
within the hall of mirrors on level two. 
Wear the tiara a no you will havu the 
chance to exchange it for a mirrored 
shield which you can use later. 

QUEST FOUR 

You are told to cross the river Stong at 
midnight. Unfortunately, I have been 
unable to do this, has any reader fin- 
ished this quest? 

GENERAL TIPS 

Fight only weak monsters at the 
beginning of the game - bats, rats and 
so on - until you advance to higher 
levels. Many weapons can be found 
scattered around the dungeon - some 
of them magical, 

Use magic to discover where secret 
doors are. To gain a very powerful 
weapon use the sword of the adept in 
the hall of adept on level two. Then 
use the amethyst rod and you will be 
teleported to a secret corridor on level 
one where you will find the weapon. - 
C.V. Howarth, Bowdon, Altrincham. 
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MIKE MOULTON invites you to enter 
the mystical world of adventure 









ONE of the most popular budget titles 
for the Atari computer is Spellbound 
from Mastertronic. This graphical text 
adventure is Mlremety addictive and 
fun to play. So, for novices and 
experts alike, hero is a guide to the 
spells, objects and personalities that 
grace the game. 



1 Power pong plant 

2 Shield 

3 Puddle 

4 Pocket laser 

5 Broken talisman 

6 Sticky bun 

7 Book of runes 

8 Gold goblet 
g Tube of g' ue 

10 Trumpet 

11 Crystal ball 

12 Book of shadows 

13 Brick 



14 Empty bottle 

15 Gold bar 

16 Cannon ball 

17 Blue crystal _ 

18 White gold ring 

19 Key 

20 Engraved candle 

21 pewter tankard 

22 Mirror 

23 Saxaphone 

24 Teleport key 

25 Red herring 

26 Glowing bottle 
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CHARACTERS AND WHA T THEY DO 



Grmhal the 
Wizard 


Will help you with the Release spell. 


Thor 


Give him the miolnir and he will help you 
get i n io ine i in ana in me tower 


Florin the 
Dwarf 


Give him the bottle of liquid and take it 
back to restore your energy; Give him the 
luut? ui yiuc anu tne or p Ken taiisrn3n jnu 
command him to help. Florin will then 
mend the talisman and it will become the i 
magic talisman. 


Orik the 
Cleric 


Give him the crystal ball and he will help : 
you get into the Most Magic room with : 
the Crysta Ilium Spectra lis spell. 


Samsun the 
Strong 


Give him the javelin and he will help you 
at the pit. 


Elrand the 
Halfefven 


Give him the trumpet and he will help 
you at the wall after Thor has helped you 
at the tower. 


Lady Rosmar 


Give her the pocket laser and she will 
help you in the secret tunnel entrance. 


The Banshee 


Will tell you some clues if you command 
her to help. 



bottl* 



32 



More 
plaint 

room 



V 



v 



"he 

jailer, 



\1 



18' 



The 



f 



room 



10 



The 
most 
magic 
room 




21 Teieport pad 

21 Instruction book 

2! i Red crystal 

31 1 Ancient scroll 

3 1 Green crystal 

32 Javelin 

33 Four leaf clover 

34 Bottle of liquid 
36 Runestone 

li6 Prism 

n Wand of command 



SPELLS AND THEIR USES 



Fumaticus 
Proteclium 



Armouris - 
Photon icus 



Candelium 
llluminatus 



Project 
Physical Body 



Cry st allium 
Spectralis 



Release Spell 



from the uZtt < ps of br!ckw 0rk 

mac* other ^2\'** m 0n «*> of 
• To find th L tQwet ' 

only to do this X r tne ? flBnrtW 
• if the Chsrsrf w * beer} cs * 



You will need the red herring and the 
power pong plant to cast this spell It will 
protect you from the Gas room. 



You will have to stand on the puddle in 
the secret tunnel entrance to cast this 
spefL It will allow you to go through the 
dark rooms without the glowing bottle. 



You will need the engraved candle and 
the shield to cast this spell. You will also 
need to put the four-feaf clover in the 
room. Once the candle is lit, you can use 
it to read the ancient scroll. 



You will need the crystal ball and the 
magic talisman to cast this spell which 
will allow you to tele port to any 
character, 



You will need the three crystals and the 
white gold ring to cast this. You will also 
need to give the crystal ball to Orik and 
summon him to the Most Magic room 
Once the spell has been cast; throw the 
three crystals at gimbaf in order to free 
him. 



You will need to be in the room with 
Gimbal after he is freed in order to cast 
this spelL Once the spefl is cast, summon 
the characters in the order: Elrand, 
Samsun, Thor, Rosmar, Banshee, Florin, 
Orik and Gimbal. Make sure the charac- 
ters are at full strength before you 
summon them. 



nruFCTS ON PEOPLE | 


^^^^^^^ 

Florin 

Elrand 
] Rosmar 


Axe 

platform, elf horn 
Miolnir, loaf of elfbread 
Willow Rod, fast blow fuse _ 
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R A MBIT PPP PARALLEL PRINTER PORT 
iiniiriui I ■ ■ ■ A neat self contained interlace module 
that drives printers standard Uenironics 36 way connector, or for other 
parallel communication. Simply plugs into the Parallel Bus Port, can 
support -all Atari print functions. (£29.95) Superb value, widens consid- 
erably your choice of Printer. Please slate model. 



T A C K M A QTC D TAPE T0 DISK UTILIT y 

I MOrVIVJMO I Cm Auto-convert your tapgs. to menu else 
With Auto-run from single key selection. THE powerful utiJrEy for both 
new and e*pe rig need drive owners, includes assembler, editor and 
monitor fund ions for in-depth work beyond the needs of normal 
conversion (£9). Comparable with tape/disc utilities costing much more, 

IRfiMRIT II HI-SPEED CASSETTE! 
It M I VI O I A cassette i nte rface t hat allows you to Re- record 

your tapes lo load at around SIX TIMES FASTER. Comprises an ea$y 
to fit kit and tape p n>g ram (E 1 5 J , p lease slate cassette model or, , , Fitted 
and tested (£22) all inclusive, just posi your data recorder to us. 

Utilities nave full insfrucf ions, handle Single, Multi-stage, Long-block 
etc. up to 48k and are suitable for G4k 6G0XL, BOO XL, 65XE and 
130XE, send SAE for specific product information. We help, answer 
queries and update software. Quoted prices are inclusive. 

RAM BIT 

16 The Green, Thurlby, Bourne, 
Lines. PE10 OHB 



ARE YOU MISSING OUT? 

You W got lots of questions about yoyr computer but cbn> 
know who lo ask! We do! You're not sure which software is best 
for your application! We do! You h d like to keep Up to date with 
new releases and be sure they are a good buy, but who's going to 
tell you? We will! You would love (o get to know other Atari 
enthusiasts, but you don't know how! We do! You want lo get 
some of that L PuWie Domain' software you've heard about, but 
where from? We know! You don't want to feel like you're the 
only Atari owner in the world, but where can you (urn too' Well, 
we can help! Great, but who are you?? 

We are (he largest (and oldest) Atari Computer Owners Cub 
In the U.K. For just £5.00 per year you get help, assistance, hints, 
tips, friends, pen pals, access to PD software, up lo date 
information, games, utilities, hardware projects, software 
reviews, programming tutorial*, and a glossy club magazine 
every quarter, 

A club magazine as well!! One of those photocopied things 
that is unreadable, eh! Well no, it's professionally produced, Just 
like this mag^ine you're reading, [f.s called MONITOR, you may 
have heard of it? _ Yes ( friends of mine have read it and say it's 
great! How do I join the dub and get my copy of MONITOR? 
Easy just send a cheque or postal order for £5.00 to the address 
below requesting a four issue subscription. Overseas 
membership is £3.00 (surface) or £12.00 {Airmail \. 

You won s f be d i sapp o i n ted ! ! 

The U.K. Atari Computer Owners Club 
P.O. Box 3, RayJeigh, Essex, SS6 8LR 

Independent User Group 




TURN YOUR 1029 PRINTER INTO 

4 PRINTERS IN ONE 

with FONT ]v | 



character ROM! 

Ufa 4 character ONOT fi 2 4 * 9 9 POST FREE 
sete at the flick of a switch - 3 new sels all with trie descenders, 

□ Simply replace the old character BOM in your 1039 with PONT IV 
No soldering or cutting necessary. 

Zl Jftted in minutes, 

□ 100% compatible with all existing software. 

□ Adds new dimensions to your letters SP documents. Contains existing 
Atari character set plus 3 new sets: 

, FUTURE DESCENDER 

MBCOEhGH ftBCDEFGH ftBCDEFGH 

or just descender BOH for only £ f 2.99 post ram; 

□ If you prefer we can supply just the descender character 
on a chip at a lower price. 

L) Simple to fit - no soldering etc. 

□ 100% compatible with existing software. 
77 




UN -M s. 
V E RJTO*i SiDUS TRIAL E ETATfc 



7i h» -fl^ [iir Bus H 
J^ST ZMIHMbl, 



COMPUTERWARE 

PO BOX 31 6, STOKE-ON-TRENT, ST6 6UX 

TOP QUALITY, BIG DISCOUNTS & ALL ITEMS USUALLY DESPATCHED 



TITLE Cam 

fixe odAoi* DO 

Atemale Raalty 2 - 

Mian-aid „„„,,,_ 7.50 

AtanAoes fi.rjo 

Aula Dud „ m , llltl „ 

B atl alien Corn rnantfcr . 3 30 

BaEla DJArMlffl „,„- 

Basil Mouse DetBdiva .. . BjQO 

BroadideS _ - 

Surglar Billed Hole Paf*G5Q 

Casino Roulelfe 

CafiivFgnt 

Canllcl in Yielram 50 

CakHwal Ccnquosl _- 

Cabaaus iChesa .3-30 

Gompulif ArribusJi ,„,„„_ 

fey 3.50 

nta-35icn :'n Ihe DflSerl .. 12.£d 

rhHtwf Durgaais 4.50 

Ofukl „..a.:o 

Esse* , _- 



D ac 

12.50 

11.03 

Ifi.OQ 
12.60 
24.00 
12.50 
24.DO 

e.oo 

12&D 
24.00 

1E.m 

24.00 
12.50 
24.00 
7.00 

12.S1 
20.Q0 



r l gTI Simulator 2 - 39.00 

Footballer of th# Year 6jE» 12.50 

Football Fortunes 12.50 

Four Gn&aJ Gamtx 3.50 5 50 

Four Greal Cants VdI 2 3.50 5.5a 

Fou« $iai Camp. VqJ 1 _. 6.50 fl.rjg 

Four S*afCdmp. Vol 2. ..6.50 S,W 

Giurrllflt _ Bufll) 12.50 

Gtitistore Wa/rior - 1 S.W 

GrRrna Rangsr fl.m 

Graen B«r« , 7.50 

Gulcf ol Thiols - 1^ 00 

Cunslngaf ,.„„„_„ - 12.50 

rblywDod Hi - 20.00 

InturmJionaJ KaraJ^ 10.50 

- SOW 

J**al 12.50 

Je**Hol Oartnesa .. 12.50 12.50 

<jv plgrutta 

K*nr»dy AppfD«h ........ A.M 1?S> 



WITHIM 24 HRS!! 




TITLE 




Dlac 


Knight Ore 


12.50 


i£ 


t 5aaan»aid ., .... 


...S.rjq 


1250 


Laadarbcari T6yrnajrflnl4.5Ci 




Lflapster 


. 6.50 




Living Da.>ligrtj _. 


... e.op 


12.50 


Ltie Devil.. 


...6 50 


a.co 






24.00 


Wirax Fores _ 


...&» 


8.00 


MiniCftfc«2 




16m 


Mincv^hrtwl 




It? m 


Mwrlazunta^ Hevienge 


.i.eo 


12.03 


Mcofimisl _ 




20.00 


MuskOensipjcskHi S*i 




12.50 


NqhrMafti 


. tfio 


9. -DO 


Ogra.. _ 




16.00 


PanwrGfwiadlet _ 




20 OC 


Pawn , _ 




16QCI 


Phanlasia 2 




1&CH 


^antom 


..6.50 


5 W 


Piral«- q\ Ea-haiy Goasl ... - 


fl.W 


Ra£torm Psfftaabrt 


.. B OO 




Rar^AttackyMadJaflc 


.. 6 50 


3.30 






34.00 


San Frandaco 




20 00- 


Sinfrl SwvkM , 


..a.oo 




$JkOn Oraams 






S&to Flr/il 2 


_e.« 


12.50 


Si alion Fal 




22.00 


Summer Qhw _. 




12.50 


Super Husy _ 


..aog 




Tamahawk 




1?.M 


TVaibljjBf 


e.M 


12.00 


Tmnal Ptjrswt 12.50 


ie.m 


UiSfiB* 




■5.5t- 


USAAF 




25.00 


Vialnajni _. 




■2.K 


Ifflnlvp ., 




24. (K 




16.00 


in Rusaia 




540& 


Wifilef aympic* 


"s.so 


550 


Wizards Cwn 




16.M 


Wurid Cu(' Manager ,,,„ 


.s.oo 


n. aa 



BUDGET T[TLES; 
IFrlcii&ch, iny3l«es} 

BMXSimii?s w v« 

Colony i.ao 

Cespaltfi Rkter 1.50 

L>salhlDn . ... 1 .flo 

Diii>' Cica i ftj 

FbihI i.» 

Gfkl Rurnar ... 1 8Q 

Gun Law i.ga 

HannyE Novse l.K) 

Loco ,..„„.„._ _,1,80 

UilK Race .„. .t.flO 

W^oPhylhm , .1J0 

Wslacub Uwi t #0 

Ninja hUslw 1 J»c 

Panlhar ... 1 ft) 

H^Meh 1.60 

5p«ky Harold , l.$o 

S**J 1.B0 

Slorm _ l^o 

SoacfiShullla 1,30 

Tank tonirnander, ... 1 90 



Table Fo6faaJI .. 

Talladega 

Tr-ansmjlBf . ... 
UniversaJHwo 

Wafh#*K 

Wm* Wily 



,i.ea 

.1.B0 
,1.60 

■.so 

1 so 
1 so 



"2.W BtD&ET TTTLES: 

(Price Mch.artrtyafgrES) 

1M . 270 

Amaurol* ,^2,70 

BailtiffdiEshi? 27rj 

Daadh PUnh ^70 

DBfi^HAtefS „£,ft> 

Footiai ManagBr 2.7Q 

Footafef ol 1h* Veht 2.7a 

Ninja ....2.70 

OnGua ..-,,.,„„„_.,.._.. 2.7a 

Panfc ..2.70 

Supet Xaoaan 2.70 

Xlnan 270 



AM software mnslslB -pP g«nuin« p brand new, criginaJ trtlaa, Pnces incluci* KteS 4 packino 
COrdara than £e.aB In total plem Srfd.SOrlj. EuiQpeadd Cl for 1*1 rtVmlhan So for 



each add^ional rtam. subject id avaiiAonrty, 
P'e-aga makp C-haquea^POs 



□ avail^ilrtv. all so^rg is usually despatched wrfhin 24 H'-b 
payable to "COMPUTERWARE' 
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Programming 



LET& start off this month's column 
with a letter I received recently from 
Brian Mclndoefrom Bishops Cleeve in 
Cheltenham He has a few useful 
comments to make about the 1050 
disc drive. 

4f read with interest the letter in 
October's Software Solutions 
from A.W. Crawford who wanted to 
know whether or not it was possible to 
find out the density of a disc in a W50 
drive by interrogating the drive con- 
troller. 

Recently I wanted to do this in a 
machine language program f was 
writing. I found that it does seem to be 
possible with an unmodified 1050 to 
find the current disc density by issuing 
a Status command. First you should 
either read or write & sector on the 
disc - for example, sector one. Then 
issue a Status command. 

Bit 7 of location $2EA wilt be set to 
one if the drive has just read/written in 
dual density - otherwise it will be set 
to zero. According to Mapping the 
Atari this bit indicates whether or not a 
device is intelligent, and it is always 
set to one. My program, however, can 
successfully determine the density of 
a disc using this method. 

Headers accessing the 1050 drive 
without using Dos may also be inter- 
ested in knowing how to format a disc 
in dual density as this is not docu- 
mented in either Mapping the Atari or 
De Re Atari, You should use the 
command $22 - instead of $21 for 
single density. The resident disc hand- 
ler does not seem to recognise this 
command - at least, not in Revision A 

- which means you have to access SIO 
directly rather than by using DSKINV. 

The data direction byte $303 should 
be set to receive $40. You should also 
set the buffer address to a spare point 
in memory because the list of any bad 
sectors - terminated by two SFF bytes 

- will be returned there. A timeout 
value of $3F would seem to be ade- 
quate. Mapping the Atari or De Re 
Atari will give people more 
information on using SIO. 



5 



Thanks for the information, Brian. I 
must warn readers that modified 1050 
drives seem to respond differently to 
the density check portion of the Status 
command. 

The other thing to bear in mind is 
that, to be sure of the result, you rec- 
ommend a sector read or write before 
issuing the status command. If you're 
going to have to read a sector anyway, 
why not just read sector 1000 and if 
you don't get an error 139 then you 
know for certain that you're working in 




Your programming problems 
solved by ANDRE WILLEY 



dual density? This has the advantage 
of also working with other drive types 
- even an old 810. 

As to for -natting in dual density, you 
are quite right in stating that the SfO 
command $22 will accomplish this 
task. If you are using an XL or XE then 
you will find that the newer OS con- 
tained in your micro will enable you to 
use the DSKINV command, as $22 is 
now supported. 



Colour coding 



Next a problem from Mr J, Taylor 
from Dalton-in-Furness in Cumbria. 

£ I own an Atari 800XL with a 7050 
W disc drive which f use for moni- 
toring the stock market forecasting 
pools results and the usual round of 
genera! household uses. I have no 
interest in games, so my Atari is used 
for text programs only, usually in 
default graphics mode and colours. 

It would be useful if I could have 
different coloured text on a 40 column 
screen at the same time, but I can't 
figure out how to do it 

Could you please tell me how to get 
one line of text in default white A 
and another in a different colour? y 

The answer to your question is to 
select ANTIC mode $04 graphics - 
otherwise known as GRAPHICS 12 on 
an 800XL - but this isn't quite as 
simple tis it sounds. 

To start with, GRAPHICS 12 will only 
allow access to the screen by means 
of PRINT #6 commands, and you also 
can't get ordinary text on the screen at 
the same time, except for the default 
bottom four lines. 

Also GRAPHICS 12 is only available 
on XL and XE machines, which would 



be fine for you but would mean that 
the program wouldn't work on an old 
400 or 800 - of which there are still a 
good number about. 

There is also one other much more 
serious problem. The standard charge 
ter set is not designed for multi- 
coloured characters in GRAPHICS 1 2, 
so you won't be able to read the text 
easily. 

Luckily all these problems can be 
overcome with a little work, Let's 
tackle the first two before going on to 
the character set. Since the screen you 
want is 40 columns wide and 24 lines 



10 REM MULTICQLQUflEO 40 COLUMN TUT 

20 GRAPHICS 0 

30 DLIST=PEEK( 5 6H) 1-PEEKC561 >*256 

41 READ BHE 

50 POKE l>LlST+3,BYrE+44 

60 FOR (0UNT=6 TO 28 

76 BrTE:P0KE DLI5T*CQUKT,BnE 

80 NEXT COUNT 

90 STOP 

106 DATA 4,2,4,^,Z,4,2,4,2,4,2,4, 



Program I - Multicoloured text 

deep, the display list wil! be almost 
identical to the standard GRAPHICS 0 
version. The display list, for those who 
haven't been keeping up with their 
Atari User, is a set of instructions 
which the graphics chip Antic uses to 
generate the display you see on the 
screen. 

Each line of text or graphics has an 
entry in the display list which tells 
ANTIC what colours to use, the size of 
the pixels and information used for 
operations such as scrolling text. For a 
24 line screen - such as GRAPHICS 0 - 
there are 24 numbers,, one for each 
screen line. Similarly a full -screen 

Turn to Page 46 + 
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Programming! 



< Frdm Page 45 

GRAPHICS 8 display would need 192 
numbers. 

Program I on the previous page will 
find out where this display list is 
located in memory - line 30, then 
POKE into memory the 24 new num- 
bers contained in the data statement 
on line 100. For each screen line you 
want to be in GRAPHICS 0 you should 
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Figure i: Character A in Graphics 0 

place a two in the data list, and each 
GRAPHICS 12 line should have a four. 
The example program as printed just 
alternates between the two modes. 

This routine can be incorporated 
into your own programs, of course r 
and should be run after each use of 
the GRAPHICS 0 command. All the 
normal screen editing and printing 
functions will continue as though 
nothing had happened. 

Now on to the second problem; - the 
character set. Because of the way the 
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Figure if: Character A in Graphics I2 r 
SETCOLOR 0 

graphics chip works, colour characters 
are made up on a 4 x 8 grid of dots r 
rather than the usual 8x8 characters 
you are used to. This means that a 
special character set must be devEsed 
to take account of the changes. 

In the normal set r a byte of character 
data is used to represent eight dots 
across the screen - each bit con- 
trolling one pixel, on or off. However, 
in the case of coloured text each pixel 
must have colour information in ad- 
dition to on and off, so two bits are 
used per pixel - giving four poss- 
ibilities: 00, 01, 10 and 11, Thus the 
limitation of four dots across each 
character - each byte can now hold 
the data for only four pixels. 

A binary value of 00 selects the 
background colour (SETCOLOR regis- 



ter 4, or memory location 712 -other- 
wise used for the border colour). A 
value of 01 selects SETCOLOR register 
0 (location 7G8> and 10 will select 
SETCOLOR 1 (location 709 - as used 
for the brightness of normal Mode 0 
text). 

A binary value of 1 1 in the character 
data performs a slightly different func- 
tion. If the character is in the Ascii 
range 0 - 127 (normal text) it selects 
SETCOLOR 2 (location 710 - as used 
for the blue background area). If r 
however, the character is in inverse 
video { Ascii 1 23 - 255} the colour used 
is taken from SETCOLOR 3 (location 
711), This in effect gives you five 
colours to work with - including the 
border/background - although it is a 
bit of a fudged method. 

Figure f shows the way that a letter 
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Figure III: Character A in Graphics 12, 
SETCOLOR 1 



is normally represented as bit data, 
and Figures II, III and IV show the 
same letter in three different colours 
for GRAPHICS 12. Note how I've left 
one pixel (two bits) of space at the side 
of the letter in each case, plus a space 
above and below the letter, This is to 
stop adjacent letters from butting into 
each other which would make them 
impossible to read. 

If you are planning on using 
GRAPHICS 0 text on the same screen 
as multi-coloured text you shouJd alter 
your SETCOLOR registers so that the 
background and the border are both 
the same colour. For example, to 
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Figure iV: Character A in Graphics 12, 
SETCOLOR 2/3 - see text 

change them to black you would use 
SETCOLOR 2,0,0 and SETCOLOR 

Also don't forget that the brightness 
of GRAPHICS 0 text is governed by the 



same number as the colour of text 
with a bit-pattern of 10 - so don't 
make SETCOLOR 1 too dark or the 
writing will disappear. 

As you are limited to 128 different 
characters at any one time you must 
decide which ones are not likely to be 
used and convert them into coloured 
letters using a character set editor 
such as that given in our ACE series in 
the April, May and June 1987 issues of 
Atari User. 

I would suggest that the Control 
keys Ctrl -A to Ctrl-Z are converted to 
coloured versions of A to Z, and the 
lower case letters converted either to a 
second colour alphabet or numbers 
and punctuation marks r whichever 
prove to be the most useful in your 
program. 



GAD screen dump 



Let's finish this month with a quickie 
from Phil Bonell who is having prob- 
lems with his 1029 printer: 

/ On asking for a printout, GAD 
W throws up four choices - three 
type of printer and OTHERS. Choosing 
OTHERS lets you enter you own prin- 
ter configuration. 

The manuei informs me of the 
answers to three of the four questions, 
but f can Y answer the third; What code 
do you send to set up your printer to 
receive one line - $3 CO or 960 decimal 
bytes -of double density bit image 
graphics? 

Could you possibly inform me if this 
program is compatible with the 1029, 
and if so what are the printer 
settings in hex and decimal? 



9 



Well, Phil, I'm sorry to say that GAD 
and the 1029 are just not compatible. 
GAD uses an industry standard 
method for doing bit image graphics - 
which is to send a long block of data 
bytes giving the bit-patterns to print. 
Each byte sent represents eight dots 
on the printed page. 

However, the 1029 - for reasons 
known only to Atari's marketing 
department - uses a 7 bit system in 
which the last bit of data is ignored by 
the printer. From this information it is 
fairly straightforward to deduce a 
number of pertinent facts regarding 
Atari's marketing department - none 
of which I will go into here! 

Your best bet would be to convert 
the GAD pictures to an alternative 
form - possibly a 62 sector bit image 
file - which can be handled by a 
screen dump program. You will find 
programs to do both of these tasks in 
the January 1988 issue of Atari User. 
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BET or bluff? It s all a question of 
nerve when you play this version of 
the popular gambling game. The 
scene is set in a saloon, somewhere 
way out West. Your opponents - Doc, 
Kid and Tex - are ranged against you., 
each trying to win your, and each 
other's j money - 

Your aim is to bankrupt thenri and 
leave the table with all the cash, But it 
ain't easy - this ain r t no game fer 
greenhorns. You could be playing all 
night, or you could be knocked out of 
the game early. If this happens the 
session will continue without you until 
it's end. 

At the start of each hand r S5 \s 
deducted from each player and placed 
in the pot. When it b your turn to play 
- the computer wilt prompt you - you 
will have three choices: Bet, See or 
Stack. If you think your hand is good 
enough to win and your opponents 
arc bluffing, or perhaps wish to bluff 
yourself, press keys 1-9 to indicate 
your bet in dollars, This must be equal 
to or greater than the minumum bet 
indicated on the screen. 

If you decide to stack - that is to take 
no further part in this hand - press S. If 
all the other players have stacked, the 
last remaining player scoops the pot. 
If at any time only you and one other 
player are left in the game you can 
press C to see his hand. 

This will bring the hand to an end 
with the player with the best cards 
winning. But remember, it costs at 
least double the current bet to see an 
opponent. In the event of the two 
hands being equal, it is the player who 
is Seen who wins the pot. 

Table, I lists all the possible hands in 
their order of strength. In the event of 
the major part of the hands being 
equal, the secondary elements are 
included. So, two Aces with a Queen 
will beat two Aces with □ Jack. Simi- 
larly, a hand composed of Ace, King 
and Jack will beat a hand of Ace, King 
and three. 



STEVE KNIGHT goes for his cards 
in this addictive simulation game 



PriJe of 
threes 



ftun on the 
bounce 

Run 



Pair 



High Card 



Composition 

other in Brag h ' S hand ^ats any 

run ~~ seehlr^ir T — — . 

c ards are the same li;^ 6 ? aJJ ,he 
a running fj Ush SUit A,So known as 

J he thre ^o^Tf^rrzr- 

Sequence, incre^in t ° 0ns ^^e 

King, Oueen dow n i tn ?i ° W l d by 
tvvo, uwn to four, three, 

" r ' 1ree cards of thcT^ ' — - — — ^ 

highest. In ll, e ev?M^" 8 s " is 

AU three carrr^ — _ 

'"dividual face vaE* ° n *eir 

King, j ack W j th g^Jj is Ace, 
two. ne worst five, three 



Turn to Page &8 >- 
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Game to°P 

Card dealing ^ c00 . 
^VB ^S tored accords to 
Each hand* 8 nat the 

One Jf qame? routine 
wh0 won wo y 

Title pa9 e 
Winner rootle 

Music 



2270-2350 
2360-2490 



2800-2900 
3000-3900 

4000-4400 
4500-4700 

4S00-4900 
&0 00-530° 
5500 -5690 
e0 00-e200 

7000-76°° 



CARDS 
MBSSS, M2$ 

CHECKS 

suwrs 

p LAYERS 
LEFT 

DEAL 
ARRAY 

PAUSE 
NUM$ 
SUT$ 
UN$ 

USS 



VARIABLES 

Holds card suits < 

Messages and C oir> m 
areas comments storage 

Ho 'tf na mes fn Cnmrv , 
messages comments and 

Checks to see what card, k 
dealt 1 car " s have been 

Ho 'ds hand Score . 
so on wre ®' Cas " totals and 

dumber of nJa., 

J\Jaw ~> Movers m the nsrn fi 

Common ho/ding ar l' * 
deaf y area 'or cards in 

JJUSic pause 

Drsplay version of 

Temporary hofd f « SU ' tS 
NUM$ 0fCl for segment of 

S</7* V h °' d for segment of 



Minrmum bet 



PF 



DfFF 



PJ ay factor calcubt^ 



10 GEM 
ze REM 
30 REH 
40 ftEH 

&0 REM £ 



LP LT1.1 k > p > |-j,< ii li j I Jlj.li.. ■• |. 

IiIiTiTiT TI,Ti1iTitiliTiT T f 1 Im 



THREE C*R& 6BflS 



STEVE PCMI 



CO ATARI USER 



iLiJ.iEi-1-ii'j 



7 f) D-F N ■± p l ,,, - ,J, ' i!L "*" ' 1 1 1 

Nl.fl T-P-. 

39 REH 

fB GOSiifi 5580! REH TITLE PACE 
168 G0SU& 1000;REH INITIALISE 
ILB GGSUE me r REM DEAL THE CAtfDS 
12« SO SUB 2580 I REM RESET FOR HEM HAND 
118 If LEFT-i THEN GOTO 6880 :HEH END 
OF GAME 
135 CLICKzl 

I4fl GD5LIE ^80: REM DISPLAY CAftDS ETC . 
1S8 CLICIfrB 

160 IF 5LM5CPLAY,?J=0 DR SUH5 CPL AY ( Id) 
=0 THEH 388 

106 *C0RE-5UH5CPLd¥ r 21 : HAHESHDENT j [PL 

20fl IF PLflV^I THEN G05UB 4^0 J SOTO 228 

YOUR PLAY 
218 GOSUB 4800; ft£H ATARI IETS 
Z20 IF PLflVEflS-i THEN HQS UP 43BB:REM 0 
HL f ONE LEFT 

240 G0SU6 : REM DI5PLAV CAG&5 ETC, 

Z5S FOfi Dil TO ^:NEHT & 

380 IF F1H5TP=PLAV THEN GO=G0+l 

PLflV=PUVtI:IF PLAY=5 THEN PLflV^l 
J29 IF PLAVIRS>B THEM 16# 
330 PaSlTIOH 2S r l^j? "lijLfeiJI 1 : P03 ITI 
OH ^8,2^:7 "EHFHB^P^KE 754,8 



J40 IF PEEKC754JOU THEH 348 

ISO SDIJVID 1 j IS F 12 P 14: FOR D=l TO 5:HEKT 

£!SOUHL> 1,0,6,8 
508 IF L£FT>1 THEH 118 



IQOfl REM C* 



I HI T lfl L ISA T I ON 



I0ie DIM Cl4SD5t52,2i 

1015 REH FILL PACK *H# 

1928 FOR H-l TO 4 

1»30 FOR V=2 TO 14 

1048 CARfr5CZai=^:CAfi.)jtZ,2)-K 

1050 Z-l^l 

1068 NEK 7 f 

1078 NE^T K 

lido &IH IDEHTS 112) ^ HESS $(40) , H25 [18? F 
NAMES 163 pCHECKi C525 ..Lfe jS lM 
109& I&ENTS^'KI&TEXDOCVOIJ" 

me dim 5UMSUae3 

HIS FDR CT-1 TO 4:5ljH5fCT,l«J=l:SUMSC 
CT,U=2882#fEKT CT 

1128 PLflVERS=4;LEFT-4:PLftY-i;&£flL=l 
Hie DIM tiRRAY C3 P 2J 
11J5 PAO^E-2 

1140 G05UB 7Oa0f REH ** HAKE HUSK ** 



1289 UIM NUHStSO) : NUHS-" 


2 21 34 4 


15 56 67 78 flj ?T TJ JQ OX Kft 





121S DIM SilTlUSJ ^SUTS- 



II 



1220 D1H LINSU^LISStJ) 
1250 OPEN tii.^e/'K: 11 
12&e DIM Ifl$r25il 
lite STJCS CU=«* THE GAM 



5 100 HOT FDR 



VOL! VELLER-BELL 



1270 STKSi^lJi" HEIBE A TIMELY 5TACK B 



^ ii 

Vr" 

1250 STKSOll^ 11 RECK'HD V0UM> M0ft£ CUT 

138fl 5tKtti21J=" IfOU LILY-LIVERED SKIM 

±31« ^TK$[lSi}= M AIH 1 T GOWNfl BE ¥8Uft GA 

1320 5TITSii8iJ =■« COULD BE A HISE HOW 
E, " 

1310 STKSE21I3=" NO TIME F£fl HEJ10I 
C5 F 

i4oo dim wiiiczsej 

1410 MINSaj:" I GOT TOO WCN FOR ¥011 
ii 

1*20 NINS(3l3i" L00K5 LIKE VAtf BLEW I 

I F " 

1438 HIM£ £61J r-THIS ' 5 A DHL: WINNER TOW 
N ( 11 

1446 HHt*f91)=" Lp&KS LIXE MV GAM 

1450 HlNtfl2i)- <l I KNEW YOU WUZ SCUFFI 
■ a p w 

1466 HMSI151J:* 1 CALL THAT A MM 

&?. ,J 

1478 HlKf(13n="I GUESS 1 OUTSMARTED Y 
OU," 

i4ee mNlaii]=" eoi di 

RT r 

1508 DIM L0SE&CZ50J 

1510 LOSES (13= » HON You KNOW NHO 1 5 B95 




1521 LOSES £31) - 11 YOU DON'T HESS WITH 
ME j M 

1530 ICSES{&1>=" tfORE CENTS THAN SEi 

SE/' 

1540 LGSE$C9I)= e MORE WHERE THAT 1 5 FR 

1550 LQSES(12i>= M LOOKS LIKE VAN BLEW 
TT P ,J 

15GO LOSES £1513 ="YCU OW Eft- REACHED YER5 
ELF/' 

1570 LOSEltiei)- 11 5 TICK Id GRIG 

AHI, 11 

1580 L05E$I211J_" VOki COULDN'T SEE AN 
ALP, 

ltdo DIM 3KINT$£250j 

l&IO 5KIHT5tI3= n TME fl 

PONDER," 

1610 SKIMTSiliJ^ DON't GO Al*Y HAD r 
JE5T GO « 

1610 SAINTS 1 61 1 - 1- PUT THE CAT GUT A5 Y 
OU LEAVE," 

SKINT? £3U="THERE r S A STftGE AT I" 
&E ON IT " 

1650 5«INTS<12i)- sl SET ON 

YER HORSE, 11 

1660 SKIKT$C1&1)=" 

HEAD NEST/' 

1676 S4< IMTt I181J = ir ftO'T Jifl ROOM FEfi C 
REENHMHV 1 

16S0 ^KlUrS £211} =" THANKS FER 

THE MONEY, 11 
1990 fiETUftN 

2800 rem saascKi^aE 

501© CHECK? 

'*:R 

EM 56 SPACES 
2G20 PL=1 

£040 IF SUMS £PL P 103 =:0 THEN 2120 
£050 GOSUB 220& 
20&O AC=1 

£070 FDW DL-3 TO $ STEP 2 

2(500 SUMS (PL P DL) =ARR AY iUl , 11 J SilHSCPL . & 

Lti)=aftRpmac£) 

2050 AC=ACfl 

2109 NEXT 01 

2110 SUMS IPL, 25 -SCORE 

2120 Pi=FL+l:IF PL<5 THEN 2040 
2130 RETURN 

2200 REM * FILL ARRAYS £ SCGR£ HANfr * 

2210 FOR CT=1 TO 3 

2220 R-INTCR«D[lJ*5£)+i 

2230 IF CHeCK${ft P RJ= il X" THEN GOTO 222G 

2240 CHECKS tftpRJ-"M" 

225* ARRAY £ £ T , 1 J - CAR D S f R , 1 ) ;ARRflYlCT,2 
2261 NEHT CT 

2273 REM ** SGRT ARRAY ASCENDING ** 
22&0 FOR CT-1 TO 3 
22 90 FOR CK=1 TO 2 

2300 IF ARRAY CCM r 13 {= ARRAY CCM*1 , 1) THE 
V GOTO 2341 

2310 HGL&=AR&AY{CX*1,13 : flRRflV (CH* I j 1) I 

ARRAV CCKpli I ARRAY £C>! , 19 =HOLD 

23£8 H0U^ARfl!AY£CX+I,2J i ARRAY tCH+1 , 23 - 

AftflAYtCH r 23 : ARRAY «CK , 2) -HOLD 

t U% HE HI CX 



2350 *EXT CT 

2355 REM ** MOW SCORE THE CARDS ** 
2360 "i. c Q R f fj 

2370 H=AfiRAY£l,LJ :Y=ARRAYC2plJ lHARftAV 
(3,1) 

23&B ArARRAYCl, 2) iB-ARRAP £2,21 :C= ARRAY 
£3,23 

2315 REM ** PRICE 

21*0 If N=Y AMD Y=£ THEN SCOttErlOMfl j I 

F K-I THEM SCDRE-UOOI 

2a?5 REM ** RUH *ft 

2400 IF tK+l-V AMD Y*I~Z3 OR (X-2 Aftti 

Y-3 AND 1=14) THEN 5C0RE-600O; IF A=B A 

NE> B-C THEN 5C0RE-3O00 

2410 If SCOR£>ZERO THEN 2440 

2415 REM ** FLUSH ft* 

2420 IF A = B A NO S=C T«f M SC0RE=400O 

2425 REN ft* PAIR *# 

2430 IF X=Y 0^ Y = £ THEN SCQRE=2000 

2440 IF X-2 AND Y=3 AND Z"14 THEN SCOf? 

E=SC0RE+lfie«;RETUftN 

2450 IF SC0REO2000 THEN 24S0 

2460 IF M=V THEN SCOftEi SCORE t fY*100) * £ 

K*10)+Z:GOTO 24?0 

2470 SCQREzSCORI* £E*IOB)+ IYM103 fK ; SOTO 
2190 

24&0 SCDRE = SCOR£t CZ*10BJ+ fYMlO) *X 
2490 RETURN 
2500 REH 

2505 GRAPHICS 16iSETC0L0R 2 J l2 J 2i5ETCD 
LOR 4,5 H #:P0KE 752,1 
2510 KITTY=a!ftlFr=0 
2520 FOft CT=1 TO 4 

2540 IF SUHSCCTplOJ-0 THEN SUH5iCTpl3= 

8i5UH5tCT H 2J=02G0TO 25^0 

2550 IF 50H5(CT J 13>5 THEN KITTY=KI TTYf 

5:5UM5(CTpl3^SUHSfCT P l)-5:SUM5£CT r 93-l 

:GOTO 2SS0 

2300 GOSUB 2flG0 :R£H **wrPE& OUT** 

NEHT CT 
260O PLAYERS~LEFT : HINBET=1 
2620 IF SUHSe&£ALilfl)ifl THEN 2S?0 
2&30 PLAY-5EAL :NAME$"IDEHT5 C&EflL*3 -2 , D 
EAL*33 s DEAL-DEAL + l!lF DEAL=5 THEN &EAL 
= 1 

2650 NESSS ri^3 =NAH£SiNE555C4)=" TO PL 
dV\ . ," !SOT0 2700 

2^?0 frEAL^&EAL + lrlF DEAL =5 THEN DEAi=l 

2600 GOTO 2620 

2710 SET=0;G0-O 

2710 fIR5TR=PLAY 

2720 IF lEFTH THEN GOTO 4000 

2740 RETURN 

2S&G REN ** WIPED OUT *W 
2S10 ME SSf CI 4 1) =X&EHT$ CCTft3~2 H CT*3l EHE 
3S${4)=" WILL TAKE NO MORE PAftT . . " 
2040 R=lNT£RND£OJftSJ 2RA^R#30+1 
2845 OB JS fi) ZIDEMT5 tCT# I~2 1 ET*J) 
2346 If CT-4 THEN tl) 'GRINGO' 1 

2B50 K2S £13 -SKINTS CRA r RA+2fJ :M2lf31J=0 
BJ5UJ 

2860 LEFT=LEFT1 

2875 GOSUB 3420; Kn *PRINT ME^^AGES* 
2600 FOG &-1 TO 200: NEXT b 
2S^0 SUM5CCT,10J-fl 
2S00 RETUAN 



3860 REM !mi!M!qiK!i 

3010 REH 

^020 FOB CT=3 TO ? STEP 1 

30 jO IF 54W5ti f lO}=e THEN 3100 

1035 X=1;Y=0 

3040 IF 5LIM5£1 P 93.=1 THEN GOSUB 3700 ! GO 
TO 3060 

3050 ft=StmS (1 r GT3 j B-^\\m Ui CT*U : GOSUB 
3000 

3060 POSITION 5,11:? "KID S"; 5UNSC1 F II 

■ 13 II 

f 

5100 IF L -UMSC2,lti3=& THE % J20G 
SUA MrI4lY^l 

3120 IF 5UM5£2pSJ=l THEN GOSUB 3780^0 
TO 3140 

3130 A=5UNSE2pCT3 J 0= SUMS £2 r C T#ll eGOSUB 
3B00 

3140 POSITION 17,6:? "TEX S 11 ? SINS 12,1) 

• pi ii 

j 

S2I0 If SUMSC3,1O)=0 THEN 3300 
3Z10 W-27IY-8 

3220 IF SilMSUp?)=I THEN G05JJB 3700^50 
TO 3240 

3230 fl=SUMSC3 r CTj i |=SUMS £3 , CT#13 J GOSUB 
3000 

3240 POSITION 23, U;^ "&0C SUHS C3, 1 
3 ; » " 

3300 IF SUMS£4,10>=* THEN 3400 
3310 K^14!Y=1S 

1330 A=SUMSC4,CT1 IHSUM5 £4, CT^l) :GDSua 
3018 

334© POSITION 9,20;? "YOlTiPOSITIOH 3 r 
21:7 k, & ,l ;SliiM^C4 P lJ3' p » 
3400 NEHT CT 

3410 POSITION 1 Jj.lt !? r, $ ,F J KITTY j " " 
3420 POSITION 3,15:7 " 

■ ■ 

3430 POSITION 3,U:? u 

11 

3440 POSITION 3,15;? HESSS 
3450 POSITION 3 v lfc:? H2$ 
34^0 M€5S?fi3- ,,,k Lrt25U3-- ,tM 
3500 RETURN 

3700 REH «t DRAW CARD BACKS ## 

3705 IF CLICKS THEN SOUND OpOjBpfLSOU 

MD 0 P 0 P 1,12 

3710 M=X-5;K=X+£CT*23 

3720 FOR N=V TO Y+4 

J730 POSITION X P «!? 

3740 NEKT H 

3750 RETURN 

3000 REM DRAK CARD ** 

3005 IF CLICK = i THEN SOUND 0,0,0,0:5011 

N& 0,0.1,12 

3010 LIHSzNUH${A^3J 

3020 LI55=5UT${&*33 

3030 H=M-5-«=X+(CT*2> 

364B POSITION M,Vj? HNS 

3050 POSITION I^+lsf "H" 

IfieO POSITION K,Yf2i? LIS* 

3070 POSITION X, Y+3; ? 

3908 POSITION K.YM;? LINf 

^ -f 130 RETURN 

4000 rem ^imUJiKS 

Turn to Page 50 
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•4 From Page 49 

4G10 M£55$a)= Nk, :H2$(l)="" 

4028 STflCK-i : REN * =& TO SHOW CA&Ot * 

4625 SCQRE=5UH5CPUV P Z) 

4830 IF Se0flE<2Mt THEN PF = 8MSCCmE>Il 

&ej+tSC0«E>1488) 

4*48 IF SCORE) 2ti&& AMD 5C{U?E<488fl THEN 
PFz Jf (5C0RE> 24«* * HCOftO 2?H) * (5C0ttE 
> ] 3013 

4859 IF 5CQRE>4Q88 AND SCORE^M* THEN 
Pf =5+ f 5€OAE)4»01 H5CORE>Slti0) 

4869 IF SC&RE>6ft88 fiNE> ^8980 THEN 

PF=»+tSCCRE>6?efl3 * tSC0HE>7Z80) 

487i IF SCORiD^eea theh pfus 

4860 IF 5CQft£>?88i THEN PF:20 
48?G IF SCGRE>16S&B THEN PF-JO 
4188 IF SCQREH28B0 THEN PFz48 
41IS PF-PF-£5PLflV£RS) 

412# R-IWT CHND £13^23 

4158 PF=PF+R 
4149 PF=PF-GO+i 

4159 IF HINB£T>7 &N& SCARE (238B Mb R = 
1 THE* PF=PF-1 

41 0f IF PLAYER 5 =2. AND PF« AH0 SCORE) 1 
359 THE W SO SUB 50081 5TACK=8 : GOTO 4300! 
REti ** SEE ** 

4178 IF PF>1 OR PLAYERS-1 THEN 4280 
41 BB STACK-fl L BT-9: PLftVERS-PLfiVERS- 1 
4138 hE55$(l P 3]-NAHE$:HESE5£4J=" HAS 5 
TACKED . 

4195 R-INTtKN&fflJKS) 3RA=It*3f+i:Jt2$~5TN 
$(KA,.ftH25J :H2f C26)iMtiHE5:GaiO 410U 
4288 IF PF<2 OA (PL flV , iH iu THEN b 

T=HINBET:GDIO 4108 
4228 BT-BTtU-PLMEfttJ 
4230 HA=XNI£RN&C1)*I} 

4149 6T-MINBET+ £R = U + £5COftE>4O80i + C5C0 

flE>atie8)+flA+(PEEKC£0)}?&]- 

4380 IF BT>3 THEN ST=? 

4385 FOR CT-0 TO BT;50UND 1,2,12,14^0 

R D-i TO 5 : NEKT D" SOUND l^ft.iiliElT C 

T 

4S10 IF STAC*-e THEN [PLAY , 3] -0 : RE 

TURN 

UU NINBET-BT 

4340 MESS$(lj3) =MAnE$ pN£55$ (4) ; u MS B 

EI :HE555 Ci4I -5TRS C&T) 

4J50 IF &IFF>5 THEM SH£$CXJ= M rDU &CN 1 T 

FRIGHTEN HE ,GHING0 M :DIFF-A 

4350 Kim=KITTY*BT 

4370 3UHMPLAY,1J f PLAY , 1) -BT 

4180 SUMS (PLAY F 9=1 =1 

4480 tiETUftN 

4588 rem :''^ 'f |i|;l; ;rvj ;;; 

4585 0IFF=O 

4510 FOR OH TO it>6 : NFHT & 
4529 HESSSEO^'YOifR PLAV . . MINIMUM IE T 
i 1, 2HE^5Sf25)ilTRSfHIHflETl 
4SS6 M2*C1J- U PRE55 '5' TO STACK , 1 C 1 TO 
SEE" 

45SG G05UB 3410 : REM WRINT flESStiGE^* 
45&& GET HI , A 
4565 BET-A-4B 

4578 IF A-83 OR A-G7 THEM 4580 

45 75 IF BET^NINSET OR BET>* THEN 4&60 

4568 IF A = 67 AND PLAYER502 THEN mU" 



YOU HAY ONLY SEE KITH 2 PLAYERS" ; GOTO 
4558 

45B1 IF A-B3 THEN BET = 1 
4582 IF B£T=67 THEN BET-HINBET« 
4 5B5 FOR CT-1 TO BET : SOUND 1,18,12,14; 
FOR D-l TO 5:MEKT 0 : SOUND 1,0,4,0:NEHT 
CT 

4598 IF A-G7 THEN G050G 5008^G5U& 309 
8:RETURN 

4600 IF A-83 THEN 3UKSC4, 5)=B;PLiWERS = 
PLAYERS -1: RETURN 

4618 5UM5f4,11"SUM5t4 P l i t-tA-4^ ;DIFF-( 
A-4B)-HINBET:MINB£T-^-43:KITTY=KITTY+« 
fl-4B) 

478B fiETiIRN 

4803 REM iTil'l'HtiU n 

461B FOR CT-1 TO 4 

462B IF 5.UHSCCT d 9)-8 THEN 4856 

4638 5UH5(CT P 1>^SUH5 (CT F 1)+KITTY 

4840 H2S(lliIOEMTSCCT*3-£ P Cmi \Hti W 

- i 1 SCOOPEO THE PQT M lMJHS£CV,?)-8CT-4 

4S58 NEXT CT 

4S&8 PLAYERS-8 

4909 RETURN 

5810 HE59tfl3* am lHZtCll^ ltn 

502^ NAMES CD =ICtH T S (PiaY*3-2 , PL AY* 3 J 

5930 SCiRf-SUHSCPLjftY^i 

5049 MINBET=NIH6ETM2 

5050 BT -HIN6ET 
506fl KITTY-OTTY+BT 

5876 SUMS [PLAY, ll=SU«SIPi,A^,l) "BT 

saae for ct_i to 4 

5036 IF PLAY=CT OR SUMS (CT , 5) -0 OR SUH 

SCCT J 19)=8 THEN 5289 

50?5 OSJS aj =II>£NT£ (CT*1 -2 1 CT*S) 

Sl&O HCSS$U]wNAHE$!HESS$C»= M 5AM 11 : H 

E S Si 1 5 J ^ OB J* L R -I N T CR ND ( 0 3 *8J : R A- R*3fl + 1 

SllO IF 3C0RE>51THS£CT,23 THEN SUK5CPLA 

Yj 13 -SUHSCPLAYpl] +KITTV ! HE5 b$ C123 = ,r AN 

P HON THE PG? Tl .N2$m=HZH$(RApRA + 251 

5148 IF SCaHE(=SUH5CCT r 2) THEM 5UM5 fCT 

plJ^SUHS tCT,n+KITTYJME5S5(12J- ,l A HO L 

Q5T" ! H2$ C1J -L05E$ Cfi A , H A + 25) 

5158 IF OBJS(lpl)z JI Y" THEN 0BJ5ClSz"Gfi 

INGO 11 

5155 IF NAMES (l r U-"Y IE THEN NAMES (!*=" 
6RINtO ,J 

5168 IF SCORE)^^^^!^} THEN H2$(26> = 
OBJSdJ :MTO 5289 
5170 M2$(2fti-HAHejti) 
5289 SUHS£CT P 3i-0 
5210 NEKT CT 
5229 PLAVERS-0 
RETURN 

5509 REM ^EBJBMESSMm 

5510 REM 

5578 GRAPHICS 1B:SETC0L0R 4,1^ 
5530 PD5ITI0N 3,3:? JtB ; "HfcLc OhE " 
5548 POSITION 5,5:? US ; ■'jEJUIHH ^ - 1 
5558 POSITION J r ?\? tt6;"PuLL up" 
5568 POSITION & f ^;? t#9; M El 
5589 RETIiRH 

&0O0 REM ^M^Jir^JJf^ni TM 

6010 REN 

6029 FDR CTz| TO 4iIF SUMS CCT* 18)>0 TH 
EN H=CT:POP ;G0TO 6940 



6039 NEHT CT 

6049 GRAPHICS 18;5ETCQL0R 4,7,2 

6050 NAMES ClI=IDEJHTSCCm-2 r CTtt3) 
66&0 POSITION 8,0:? tt6 : NAMES 
6070 POSITION 7,2.7 &6 ; M 2H33" 
6OB0 POSITION 6,4:7 86 i"*utrjKiAt E< 
69*0 POSITION 8,fi|? It^'EEE" 

6100 POSITION B,B:7 (36 ; 4b THANX S FEfi TliE 
&AME," 

6120 POSITION 5 P 3i? ItS ; "GENTLEHEN . . 11 
6125 PAUSE -5 

6130 G05UB 7OO0:GOSU6 7000 
6200 ENU 

70100 REM :t«:mlwi»t; 

790S RESTORE 759fi 

7910 FOR CT-1 TO 7? 

7928 S.fttflL. B 

7830 FOR N-l TO B STEP PAUSE 

7940 SOUND 8,4119,14 

7950 NEHT N 

7069 50UKD 8,0-W.O 

7978 NEKT CT 

7508 CATft 114,10,105, i9 ? ie2,l0 J 64 r 25 r l 

B2 r lO,64,2£ i l92 J 19t64,?0 

7510 DATA 64, lO J 57 r 10p5T J 10, 58,12,6^1,1 

•,57, 10, 59 ,28,64, 12 j 57,28,64,30 

7529 DATA 114,18, 188, 10, 192 r 10,54 , 25. 1 
•2 t lO,64,25 J 192,19 r 64,€0 

7530 OATA 64, 10 ., 6B h 10 P 72 . 19, 76 j 10 r 64 P 1 
B , 57,10, 59 r 29 j 5 7 , 10 .. 64, 18, 76,18, 57, 39 
7540 -DAT& 114, iAl,10P, 10.102,10,64,25,1 
82 / 19 T 64,2S l l9Z J 10,64,&9 

7550 DATA 64 , 18 f 57 , 10 , 51 , 10 , SO , 1 Z , 64 , 1 
B, 57, 1ft, 59, 29, 64, 12> 5?, 28, 64, Bfl 
7S60 CJftfA 64,10,57,10,53,10,50,13,64,1 
9,57,10, Se^Br 64 . 19 57,18, 64 plOp 59, 12 r 
64,10,57,18,59,28 

7570 CATA 64, 10. 57. 10, 5 3.10,50.12,64,1 
0, 57, 10, 50,20 p 64. 13, 57, 25. 64 ,70 
7500 RETURN 
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The leading North West 
ATARI Specialist ATARI Dealer 




ADBROKE 
OMPUTING 

tMTEBHATtONA L 



33 Ormski rk Road 
Preston, Lanes, 
Tel: (0772} 21474 (1 fine) 
(0772) 203166 (5 lines) 
Bui/Board 27236 6 pm to 9am 



A 

ATARI 



This Company has given years of full support to ATARI users Countiyyvicte from their retail shop premises at Orm stark Road t 
PrBSton, Now from their NEW Mail Order Depot they can offer the same Excellent service to all Mail Order Customers. 
All Software and Hardware is fully tested prior to selling. This ensures Customers receive working items so that returned goods, 
and all the attendant frustration are a thing of the past. All Hardware is supported by our own ON SITE 1 engineers, therefore quick 
turn round on all repairs is Guaranteed. All prices quoted are lully VAT inc. and there are no 'hidden extras', what you see is what 
you get. Delivery included in price. Please ring for latest prices, new releases, etc. 



130XE Computer El 19.00 
Disk Drive TBA 



XC12 Recorder 



LjlLJllLJIILIILJJLIj ■ - 



..£32.00 






3V a &'S 



D/D 

Per Disk £1 .99 

10 Disks £16.00 

10 Disks+Rastic 

library case ..£17.50 

100 Disks ...£160.00 

500 Disks £650.00 

All Disks are covered by an 
unconditional lifetime guarantee. 



57, D/S 
D/D 46TPI 

..£0.80 

£6,50 



....... . 



£7.50 

— -E6O.00 
£280.00 



Our ATARI trained engineers will repair all 
Hardware in minimum time at competitive 
rates. Please ring for a quotation. All repairs 
carry a 90 day warranty. 

PRINTERS 

Dot Matrix 

Star LC10 £220.00 

N L1 0 Sh eetfeed&r £55.00 

National Panasonic , PHONE 

MP165, , PHONE 

MP135.. PHONE 

DC86 Tractor Feed E1&.QQ 

LX8& Sheetteed&r £55.00 

LQeOO 24pin DM £525.00 

All Printers, Disk Drives etc supplied 
with cables etc. NO HIDDEN EXTRAS 



TO ORDER: Simply send, or phone your order, stating Full Name, Address, Vtea or 
Access Nos P Cheque or Money order. Make payable to Ladbroke Computing 
International, 33 OrmsWrk Road P Preston, Lanes. PR1 2QP. 



DUST COVERS 

Computers + ,, + , li+ < li+11+i .,..,£3 r 99 

Monito rs.... „. „ , , + ,„£4,99 

Disk Drives „£2.99 

Printers £7.99 



We have a complete range of Software 
in stock and fully tested. 

IF ITS AVAILABLE we have it! 
Send SAE for full catalogue. 

Any Software problems? Queries? 
give us a ring we usually have the 
answer ' 

All Dedicated books and mags In stock 

FOR MORE INFO CALL ON THE 
ABOVE NUMBERS OR SEND SAE 
AND STATE FULL REQUIREMENTS 
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It's time to find 
your position 

LEW GOLD1NG continues his 
introduction to Basic programming 



THIS month we start exploring the 
mysteries of computer games, and 
show you some of the techniques you 
will need to write your own t<a ? and 
graphics adventures. We begin by 
looking at the various methods ot 
printing text and graphics characters 
anywhere on screen. 

Along the way we'll encounter 
several punctuation marks with a per- 
sonality of their own, the CHRS func- 
tion, and the Basic command 

POSITION. 
There's a Basic utility program 

which automatically converts a screen 

full of text or graphics characters into 

PRINT statements for you. 
Let's start by looking at the PRINT 

command in detail. Whenever Basic 
encounters a PRINT statement, it looks 
to see where the cursor is currently 
positioned on screen, and starts print- 
ing your text at that point. If the screen 
is already full, everything scrolls 
upwards to make room for the next 
line of text, so you lose any infor- 
mation that was stored at the top. 

When printing is completed, Basic 
automatically returns the cursor to the 
left-hand margin on the next line, 
scrolling the screen upwards again if it 

needs to. 

This is fine while you re program- 
ming, and it's useful for very simple 
user-input tasks. But for a text adven- 
ture or graphics game you will need 
much greater control over precisely 
what is printed, and where. 

First let's look at Basic's desire to 
start a new line with every PRINT 
statement: 



L 



IB PRINT "HELLO THERE* 
20 PRINT 'HE LLQ '/THERE' 
38 PRINT V.ElLQ' ;' T^ERE ' 



expect but line 20 prints: 
HELLO THERE 

with the two words on the same line, 
and several spaces between them. 
Line 30, on the other hand, prints: 

HtLLOTHElE 

with no gap at all- The comma and 
semicolon are obviously acting as 
extra instructions to modify the PRIM i 

command. 

Both the comma and the semicolon 
instruct Basic to forget about starting 
a new line. A comma moves the 
cursor to the next available tabulator 
stop before printing anything else - 
there are normally four stops on each 
line spaced at 10 column intervals. A 
semicolon, on the other hand, holds 
the cursor at its current position, ready 
for the next character to be printed. 

The system still works, even if there 
are two PRINT statements on different 
program lines: 

te PRINT 'HELLO", 
28 PRINT "THERE" 

And there can be other Basic 
instructions between the two PRINT 
statements, so long as none of these 
alter the cursor's position. Here are a 
couple of examples; 



18 Din H(W) 

2fl PRINT 'PLEASE TELL NE TOUR NAME 
30 INPUT It 

40 PRINT 'PLEASED TO MEET VOLi ;M 



1 



or' 
I — 



Run the program above and you'll 
find that line 1 0 prints what you would 



IB PRINT "FUEL AVAILABLE - 
29 f=5BB 

5B PRINT F;" LITRES' 



J 



Notice that if you use a semicolon 
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between text strings, any spaces you 

sXs "IbST °1 th l Strir ^ them- 
selves - that s why there's a soar* 

before LITRES in line 30. Try eXDe r 
<™m,n B untfl you can be S u7e of 
pnn tang exactly what you warn on a 
single text line. 

While we're on the subject of 
punctuation marks, there are two 
fiSfm Tm mentionil1 g- The ques- 

ff^r^ instead ° f 

? "HELLO* 

Ka° 8 tf a8iC stat * m ^ on a single 

1» MH AJU0>;INPUT flS:?'H£LiQ *;AJ 

The colon tells Basic where one 
sta, e m em ends and the next begms 
and you can use it with any B «fe 

Sd^Il?' L USt PRIWT ' ™ s can 
anri ^ ' h ? Umbef ° f lines, 

execu fnn r PS t0 ! peed up 

T', fneniber ' Thou 9 h , that a 
program line cannot occupy more 

limit to the number of statements you 
can squeeze in. y 

The comma and semicolon are fine 

simple printing tasks, but there are 
oceans when you have to print text 
at very precise locations on screen 

use SMS W3y ° f doin 9 is to 
use the Basic command POSITION 
Here s an exampler 

« POSITION H,11:fRiNr "CENTRALISED'. 

The two numbers after POSITION 
ell the computer where to start print- 
no ' The first is the number of columns 

nlT th f ' eft ' Whf ,e the secof >d isX 
number of rows down from the top fn 
this example, the word CENTRALISED 
w-Ji be printed T4 columns in and 11 
rows down. 

The screen mode we're using at the 
moment has 40 columns and 24 rows 

^9 for the horizontal co-ordinate and 

cai one. Remember that if you PRJNT 
*nythmg on the bottom fine, Basic will 
normally scroll the screen upwa^s to 

rurSr ? POS,TION VOu can send the 
cursor to any point within the screen's 
boundaries, but it won't move until 
the next PRINT statement is executed 

mtoatextlrneortable, without having 



scoTe^chan^ T° le l0t Whehe * er »ne 
score changes. For example: 



11 mn\Z I'll lm nunber is 

21 POSITION 2,1| ;PR1NT GIVE HE , 

i FROM t TO 999- t " 1Bt 
33 INPUT N 

*l POSITION 77 / 15rPfiIN7 ■ 
50 GOTO 20 



It's important to type this in and play 

Sis 's C r°e S en e Smaf Tn^ ^ 
produced by conventionaJ h pR?NT 
cements. You'll see that the wordl 

once though the chosen number - 
which rs on the same line - can 

? 0 e ne S ™ need ft>r commas or semi- 

Also notice that two spaces ar P 
printed after the new value'oK 
r n ,l Th 'S ensures that all digits of 
the old number are wiped out when 
the new number i<s nri n + 0 ^ i 
th D Jn uer 13 Printed. Leave out 

the spaces, and see what happens 
when you type random numbers w£ 
one, two or three digits 

far Ji! P COr "™»d, as you'll need it 
for all types of games, especially the 
arcade variety, 

Let's move on now to a morp 

=i us Lfe^:^- ha t 

noticed that if you hold down" he Con" 
troi key, pressrng most other keys will 
produce a graphics symbol which is 
*S» from 'the letter, number o! 
,re kn^ nWed ° n the kevt °f These 
you % C ° ntr0f and - 

tables ZnH em l ° produce picTures - 

two dimp ^ S ° r any otn * r ki "d Of 
two-dimensiona/ drawing 

These various characters were 
wrSTTh" astrT10flt h's issue, together 
LflUI nas its own un mi* 

aSt kno ™ « * As,* u C or! 

ana these can be u^ri j« 
with a function 'called CHR^ T ? n 
alternative way of selecting characters 
to print on screen. For example 

IB PRINT {HRJ(0J 



will give you the 
while: 



heart character. 



10 PR I*IT CHN$[2fl) 

Turn to Page 54 p- 



m 
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■4 From Page $ 3 

will produce a little ball. Try this: 

IB PRl* r tHR*l77>;tHRS(*5);CHlSl71>> 
CHRS{73>;CHRSt«7) 

A few of the control characters act 
tike commands. For example, if you 
tell the computer to PRINT CHW1125K 
it will clear the screen, while PRINI 
CHR${2B3} will produce a short beep 
from the speaker. 

Table I shows the Command charac- 
ters in more detail, Their symbols 
cannot normally be printed on screen, 
because any PRINT statement con- 
taining them will trigger the command 

function. , 
There Is a way, however, ot 
temporarily disabling a command 
symbol by printing the Esc character 
- Ascii code 27 - immediately in front 
of it. For example: 

19 PRINT CHfltdiSl 
will clear the screen, but: 

18 PRINT CHR$tZ7)}tHH<ttS> 

will print the clear screen symbol - 
a small bent arrow - without clearing 
the screen. The Esc character does not 
appear -it's interpreted simply as an 
instruction to disable the command 
symbol which immediately follows^ 
The system works only once for each 
character, so if you want to print more 
than one command symbol, you must 
put the Esc code in front of each one, 
like this: 

IB j tHR«27>;CHRSt2B);CHW(27);CHR*{2 
9) ; CHRS<27);CHRiUB);CHMl27);tHRS<31) 

If Y ou want to type any command 



Keystrokes 
to print symbol 



symbols directly Into a literal string, 
press the Esc key once before typing 
each character. 

The symbols will appear on the pro- 
gram line, but when that string is 
printed during program execution the 
characters will carry out their 
command functions. For example, a 
bent arrow in a literal string will dear 
the screen when that string is printed. 
Try this: 

M PRINT T.ESC COHTHOL/tLEARl SCREEN E 
LEAKED" 

The square brackets indicate that we 
are talking about key presses, not 
actual words, so you press Esc 
. followed by the Control+Clear keys 
simultaneously, then the words 
SCREEN CLEARED. The result will 
look like this: 

Vfl Pit INT ■ SCREEN CLEARED" 

If you want a command character's 
symbol - not its function - to be 
generated when your literal string is 
printed, press the Esc key three times 
before typing the character. 

After the second press, the Esc cha- 
racter - a sort of double E - will 
appear, then the third press followed 
bv Comrol+Command will give you 
the command symbol. Now when you 
run your program, the symbol will tie 
printed, just like an ordinary character. 

This all sounds a bit complicated, so 
compare this example with the one 
above: 

tfl PUINT -CESC ESC ESC CTBL+CLE*HSC*E 
EN HOT CLEARED* 

Using control characters you can 



ESC 

ESC CTRL+- 
ESC CTRL+ = 
ESC CTRL++ 
ESC CTRL+* 
ESC CTRL+ CLEAR 
ESC BACK S 
ESC CTRL+TAB 
ESC SHIFT+BACK S 
ESC SHlFT+> 
ESC CTRL+TAB 
ESC SHIFT* TAB 
ESC CTRL>2 
ESC CTRL+BACK S 
ESC CTRL+> 



Function 



Disable command function {see text! 
Move cursor up one row 
Move cursor down one row 
Move cursor left one column 
Move cursor right one column 
Clear screen 

Erase character to left of cursor 
Advance to next tab stop 
Delete line containing cursor 
Insert a line above the cursor line 
Clear tab stop at cursor position 
Set tab stop at cursor position 
Generate a short beep 
Delete character under cursor 
Insert a blank space at cursor position 



Table f: Command charsQters 
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sc 11 H P ' CtUres and tab,es ™ *e 

and ?n^V &Ver ' il ' s a ,edioLjs fob" 
and mvofves a gr^t deal of trial ind 
error to get each character positioned 
corocth, in its PRINT statement 
The listing below makes life a good 

us a ?jtr; V ° U mn * Vcu ?an 
use alJ the keyboard's functions to put 

SSET2? °? the screen and "Si 

them around until they are exactly 
where you want them V 

seHS!?!! V0U ' re happ V with the 

and ^i, apPearanCe ' press ControH-2 
ar>d follow rnstructions as th^ 

^pear. The end result wiJJ be a new 

exac5rA The l Cre f nftjl of characters 
exactly as you designed it 

The only characters you can't use 
are the command symbols and the 
double quotes ("), because these 
cannot be written directly £to S 
«rrn fl8 and the program can't typeli 
hara C t ers for you. The Sy TboTs 
could, howeyer, be inserted by hand 
when the rest of the has been 

"sen : d d '?S PR ' NT s ^ments tS 
insert a double- quotes character, Sp li, 



the literal string at the desired point 
then msert CHR$f 3 4), bracketed by 
semicolons. For example; V 



It Km 3S! !< s !, Li7mt ^iw 



Before we leave the subiert n f 
command symbols, there's 0 ne o he 

can permanently disable alf the 
command functions with a s nnj! 

This means that the control tunc 

board erther^ for example, the cursor 
movement keys won't w o t ^ 
-store the status quo by pSk E 766 0 

monthwe '" too* M s/mp/ e 

s ? 0 Tnr mSt>0n and creat * the illu- 
sion of movement on screen. 



325M m USE KEVSMJl AS USUAL p»f« 
tMr«0L/2 TO CONVERT THE !»»■ S! 
|iT« S*SIC PRINT S^TFN^TS 

325N BLANKS:' 

3;506 5P£\ *l,i,8/K: 
32508 GRAPHICS B; P0(f Fi 75? 1 
12511 AE-1 FIRST PUT ALL vjU rMulf , E1 

325 12 GRAPHICS 0 ' 
3^574 GET 

32516 IF A=253 THEN POKE 7S2 !•« fHatr 

32522 I !?r!f-} 5 7 LINfrCUflSOfi H ° N E 
" PEEK(84)>23 TtfEN If PFEKfSsi - 

i*.REfl £h C OF SCREEN 
32324 ? CHM(A) ;r6oro 525U 

? ;a !" f!" C0Pr SCRE£ * INTO AS 

? FOR ROH=0 TO 23: FOR C0L-? TO 3? 
32532 POSITION C0L,R0W:GET If, a 
3«3< AS(M) WAhN^I ' 
32536 NEXT C0L:NEXT ROW 
32538 SOUND 0,0,0,8 

mtm get mim Lm NUMBEB m 

32542 trap 32542 sfjfiPHlCS 0-' ■? •tkpii 
^ SITING LINE IWNBlP- -. INPL 
32544 INPUT LSTAJfT " ' 
52"6 ? :? INPUT INCREMENT; 
32548 INPUT 

^«£«eOPr EACH LINE IN TURN F RON 1 



32 55 T?ASm!? R ^ W f CelNG ANfl ^CODING 

""}#;," L,,! -" " 8 s,tp < 

32556 LNUH=LSTAPT+LINE+INC 
3«5M.LINE*38:1 CH fi S M 25): ? !S 0««« j 

32560 FOR N«1 TO 3fl 
32562 ^P4N:Si(N,NJ=AJ(x,X) 

32566 IF B$OBUNKl THEN FLAG=1 rGOTO 5 

-?:StO F 325^ SB TH£N "«nm^Ill 
32570 ? LNUH;- ? rGOTO S25IB 

(J-Mf39 / 39) B [^ S (2B):Sp'C 325^6 

! ( 1 3 B i ;;yi5<>' - then mirjn 

*C«M{27)jBt<4B,4|)«CHt$(28) 
2 7 LWW;- ? ;£HRSC34);es : e S = 
32578 rem use 70RCEJ READ NO E TO CO 

LINES INTO P^INT STATEHENTS 
JiJBB ? :? : i rpNT" 

32582 POSITION fl,0:POKE 842,13;ST0P 
325SA POKE 842,12 r»».»JW 
32586 NEn LINE 

? (HtlflZS):? Mould you lit- to 

J 2592 ? :? C = CASSETTE*:? :? mK 
32594 GET -1 f A:;r )M? 0 , A=w TKEN J? 



3259fi GOTO 32590 

32595 GOSUB 3266S : GRAPttI C s fl:POSHlON 
32600 IF A^fi THEN 32*18 



Turn to Page SG ► 
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12m REM SAVE TO CA&SfTTE' 

' ;j 6 f* ■» mil 7 m § n camtte 

RECORD ana pyj ' P * 5S 

H6W f CHR3{135>:P05iTION 2,4.7 -iist 

■;CHR£(34)-t:-;CH#$(30;/;LJTART- 
LASTLIh£*IM[ + LSTflRT "' ' 

32610 POKE 764,12:? -i >» ™ Nr 

DKt B*2 # 1Z 

32614 GOTO 32636 

526 f 6 REfl SAVE TO Disc- 

32618 1 CHRSfi25):7 inter f«« nane.. 

32620 INPUT {$:2F THfW 32618 
-2*22 ? :? :? Jnsert disc - 5 flold t „ 
Porary:? 'file, the, p rts , START " 

32624 ? "create ';C1 

^626 &0 SJB 32666 

52628 ? CHfif fl25J : P0Siri0N 2,4 

? ;? o !? cONrjPOSITlO/J ? ?-p 



32634 POKE 842,12 

32636 7 CHR3{125};POSIT10N 2,3:? 'file 
s created in ch^s w 9 y lv)r b e':7 Woe 
0 mtli yojr existfng pro^rait b 
32633 7 usi.-g ere toniM.nd:' 
32640 If A=67 THEN 7 ;? fllTfll ;tHRt( 

32642 If A=6A THEN ? ;? ' £NT £» ; ( HM( 

32644 POSITION 2,12:? Press STABT t 
■ ersse the current ;? ' p39e 0 f tfXt 
and star? another' 
32646 SOSUB 32666 

32648 7 CVRS(125):r C5 .« BLSTlRT T n 
TLIW*I.NC*LS7A*r STEP INC 

P0SI nO^ 2,4;? LN: ? ;? : ? XONr 
32652 POSITION 2,2: POKE 842,13 'STOP 
32654 POKE S42,12; NEXT J - ,j ' ST0P 
32656 ? CH«£(125J:? :? press START 
CO write another screen' 
32658 GOSUEt 32666 
32660 REM SUBROUTINES 
32662 ? CHfii(l25):P0Sin 

""J ™ m ".1M,7B,4:F0J! H-1 70 tflrN 
EXT h:50UWD fl , 0 ,0 , 0 : E^U R N 

663 fou» l,ll # 1|,2:FM W*1 70 ;a^ E 



8/2: GOTO 32 





US GOLD CtJi. 

Ace of Aces 

R***l Charge 

Bait* Cruiser 

£Z1B BaKar Street _, , 

Broadsides 

U.S.A.A.F ,„_.. 

Computer Ambush 

Warship mnn „ _ 

Camtf Force Ml 

C^cmal C&i-^nM&r 

Wizards Ciwm ,.. , 

Batto of Antietann 

Kamtgruppe 

Primsr-op 

Graphics &m | „ 

Graphic* Disc II 

Bear * Oropzone 1- Gavarns 

Summer Games , 

Arcade Claries 

Raid CVer Moscow 

Beach Head II 

Leaderboard 

Super Huey 

F a J of Fira 

Vietnam „ ,. 

GttfflttoE 

Alternate RaaliTy II „„, 

PhaMasit 

Gettysburg 

Panzer Gi^nadier . 

W^i" Game Construction Sgr, 

Mech Bngada . 

Laadurboard Tournament., ^.99 

GauntJel Deeper Di/ngnMit & gg 

War in Russia 

ENGLISH SOFTWARE Cut! 

£.-ngish H»t& Vol. 5 fl.fiS 

Smash Hits Vol 6 6.95 

Smash Hits Vol 7 $ 95 

ACTIVISION c«»». 

Ghoslhusters g 95 

OQDE MASTERS Ca^a 
BM.K Sirnuian^n 1 99 

"P^rre for *v*btw£ify 



..6.00 

,7 95 
, M 7.AS 

.7.95 
. 3. 95 



tj g^i 



11 95 
2295 
25. 95 
ZS 95 
25.95 
25 95 
22.-9S 
lt.95 
S 5.9-9 

2&.g& 

17.00 

tC.95 

11,95 
11.95 

ii.gs 
11 95 
n 9b 

' 1 9 b 

1 1 95 

16.-&S 
14.95 
2 5* - 3 5 
2^ 95 
1? 95 
25 95 

G 99 

f. £0 
25.^5 

D«H 
1Z.95 
12.95 
12.95 

Disc 



MILES BETTER SOFTWARE 

221 Cannock Road, Chads moor i Cannock, 
Staffs WS11 2DD. Tel: (05435) 79099 



Red Max „„ 1,99 

TraniniiriPjr j qq 

POM ARK Cas* 

Livrig DaylighlS . . S 35 

Trtvial Pursuit .„,. 12 95 

ELECTRIC DREAMS Cm, 
Spindiriy „ 9 95 

Digital integraiion caaa. 

Fighter Pil« 9 -95 

Tomahawk. 6 95 

NOV AG EH Cbk. 

Mercenary 7.9ft 

SflKjiid City 5.35 

Mercenary Comp Pack ., r 12 95 

DATABYTE Cam 

£*y V Sijy II 7.SD 

Gfapni&s. Art Dupt 

7.95 

Spy V Spy I 

Boulder Dash ConBtruclion Kn 5 
IMAGINE/OCEAN Cass. 

Arkanoid 7 95 

Green Beret 7 95 

INFQCOtf caa*. 

Slalion F«i 

Hitehhik<H^ Guide Id the Gdlwy 

iyrking Horror 

ASTEflTHOMIC C«»*. 

On Cue , 2.99 

Storm , 1 gg 

iao 2 99 

Arnaurota , „ 2 99 

Unrverjal Hgru 1.99 

Kig* Slarl 1 99 

Last VH ..Z.99 

^inia 2.9§ 

SWAT !.gg 

Wolecula M™n ,", 1 99 

Crysial Raiders 1.99 

Gun Law „ 1 99 

Mutartl Camete 1.99 

FrenBPB- i 99 

Hoover Bowar , 1 W 

RAINBIflDi'FIRFRIRD Caii 

Xnighr, Gtc 

Oruid ,..8 95 



□ 

i 2 55 
16.95 

Dl*c 
12.95 

Disc 
10.95 
1^-95 

Di*c 
95 

9.95 
H.-&5 

Disc 
1?50 
19.00 
M 95 
12 95 
12.95 

Disc 
1 1.-&5 

7:\r.f. 

22.95 
22.95 
?J 95 
Disc 



JOwols of Darkr»£5 12 95 

Guild of Thieves 

Silicon Dream 12.95 

The> P",i*tn 

GREMLIN GRAPHICS Cm*. 

Basil the Mouse Detective £.95 

Trail Blajef 7.95 

Foclioal e f q1 the Year S £5 

SYSTEM 3 Cast. 

international Kamio 5.50 

SEGA Cat*. 

Zaxsion * Pooyan g g5 

TYNESOFT Cm. 

^Vho Ctonre Wint II E.95 

Rally SpeedAdy ROM only 

MiNja Fnrm 6 95 

DATABASE Cat*. 
Mini Q\tKB II 

MlCHOPHOSr Cass. 

SilanC Service S 

F-1 5 Smkv Ea-gie H 95 

Solo Flight VI „ ,...^.......6.95 

Carillid in Vietna-n 1Z95 

C.D.S. 5 Of TWA Hf Ca*a. 
Bnan Ctou-ghs Fooloall . . 1Z95 
Collosus Cmres IV a.95 

ORIGIN Cih. 

Au;10<Jyfll atn t 

Og r e 

Uhinia III 

Ultima IV 



12.95 
! E- ^5 
12.95 
1&.95 
Dlic 
12.9S 
1 1 .95 
12.95 
Di*c 
ID 95 
Disc 
9.95 
Dlac 
*.» 
fi.95 
% 05 
Diit 
19 50 
Disc 
fQ.95 
10.95 
IC 9E 
16.95 
Disc 
16.95 
1Z 95 
Disc 
17.95 
16.95 
15.95 
16,95 



ATARI -SOFTWARE 




Hao 


Millepede 


. (Rom) 


12 95 


Dolondflr 


. (Rom) 


9 95 


Donkey Kon^ Jnf 


.... [Rom^ 


12 95 


Jousl 


... {flomj 


9.95 


Scar Raiders II 


(Disk] 


12.95 



Di*c 
12 95 

12 95 



RED RAI SOFTWARE 


Cass. 


Gist 


SpaGdrun 


... . . E 95 


6.95 


Urtle DevHf ,,„„„.,„., 


6.95 


6.95 


Night Ktir^s 


6.95 


6 95 


Comp<la1ion 1 


.6.95 


6 95 


Compilation 2 


6.95 


B 95 


Astro DrdHdl 


6 95 


6 95 


Space Lobsiar 


6 95 


e.95 




B 95 

e.95 

A.95 
Disc 
39.95 
21 9* 
21 95 

Dlac 



Spronfl 6.95 

Crumbles Crisis.., 6 95 

Scraam^g Wings 6 95 

SUB LOGIC 

Flight Simulator II 

S^n Francisco .„ 

Japan 

BUDGET TITLES 

Cm: 

Soccer 1,99 

Colony , 1 99 

War Hawk 1 .gg 

Football Manager 2 99 

M,T.Mpr Ches& 1 9g 

Micro Rhythm ,., . . 1 99 



HARDWARE 

So^a System £95.00 
Ninle^do System £95.09 
Atari 52fjST FM F?M 
Epson LXBO0 £2^*.00 
Ferguson CM305 Mon-ior/TV £2&$.nrj 
XC s 2 cassette unm Trail Blazer 
1 3QXG Computer pack in<l Compular XC12 
sc^twa/a &. jo^sfck t135.aa 
CX77 Touch Tahlat HJ.00 

PHONE FOR LATEST 
ST PRICES 

Far lull llsi d ST 
S^Hwpra tea our advert In 
Lhn Alprl ST Liti 



Al pricii in corr«t ai itmc ol going 10 pmii, 
Actrtt or Visa grdro #*\ttxr*. 
Pfeas* add E1 p*r 4lirn lor e^eraen ordsn 
Pltatt make Ch^qyfla or Potlal fjr#f» paydbJc ta: 

MILES BETTER SOFTWARE" 

Phfln* of *r1l* lor t<jrnfjr(.itrii.itfE ilqcb j*: tor 
Alarl and S7 i^tware + hard#.pi 




WHILE 
STOCKS 
LAST 
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DIY worked with 
a dicky disc drive 



WIN A 

TENNER! 




t WAS in the middle of a 
massive backing- up session 
when, suddenly, my trusty 
810 disc drive emitted a 
bang and a clatter and 
packed up completely. 

With fear and trepidation I 
removed the cover and dis- 
covered what had gone 
wrong. There is a metal 
band which translates the 
rotary motion of a capstan 
to the linear movement of 
the head carriage - this had 
broken. 

All that was needed was a 
piece of stainless steel shim 
one thousandth of an inch 
thick, but the best that 
several Atari repair shops 
could offer was a replace- 
ment head and capstan if nit 
costing at least £50. 

Nothing ventured, noth- 
ing gained, so I decided to 
repair it myself I was able to 
get enough shim to last me 
a lifetime from a local 
supplier, 

t removed the old broken 
band and taped it into my 
Atari notebook. Then f 
measured it up and drew its 
exact shape on to the new 
shim using the sharp point 
of a pair of scissors to score 
the outline. 

I cut the three fixing holes 
as squares using a model- 
ling knife and used the scis- 
sors to cut round the outline 
of the band which I then put 
in the disc drive. 

The drive appeared to 
work, but the head needed 
aligning with track h 

t used an oscilloscope to 
monitor the output from the 
head and, having undone 
the capstan setscrew, I 
moved the head carriage by 
hand to the point of 
maximum signai from track 
one on a spare formatted 
disc, 

! tightened the screw and 
checked the setting using a 
number of other discs 
including a few commercial 
ones. 

Having gained some con- 



fidence, white I had the drive 
exposed I checked several 
other adjustments which 
may be made to ensure that 
I could get the maximum 
signal from the disc 

So far I have had no fur- 
ther problems with this 
drive. I can access alt my 
discs, as the head is rea- 
sonably welt aligned and I 
have learnt a lot about how 
a disc drive works. Fur- 
thermore, if it happens 
again I know what to do. - 
M, R, Holland, Lower Penn, 
South Staffordshire. 

Sorry, 
tape only 

A FEW weeks ago I bought 
Boulderdash Construction 
Kit on tape because the 
shop didn't have it on disc. I 
design&d a level and when I 
tried to save it to disc it 
reported "Check your 
drive". 

It has done this ever since. 
Can you tett me why this 
happens and how can I fix 
it? - Jamie Be&zelzen, Hock- 
ley, Essex. 

# Although the program 
comes up with the option to 
save to disc or tape, it will 
only work with a tape deck, 
This is unfortunate but, 
sadly, a fact. 

In Never 
Never Land 

/ HAVE an 800XL and have 
just finished entering in 
Snowball from the Decem- 
ber 1987 edition of Atari 
User. 

/ typed it alt out correctly, 
as there were no error 
messages, but when t ran it 
to my grief three hours 



typing went down the drain, 
AN that appeared was a 
black screen with two green 
shapes on ft 

i tried Get It Flight! but I 
could not understand what 
the tetters and numbers 
meant 

Then t realised that I had 
run it before I saved it 
although the article said if 
you run the game and there 
are any typing errors it may 
cause the computer to crash 
as the DU is used. 

Could you tell me what 
the tetters and numbers 
mean on Get it Right I and 
what it means by the com- 
puter crashing? Also are 
there any errors in the fist- 
ing? - Kara Ball, Keynsham, 
Nr. Bristol. 

A When a computer pro- 
gram is typed in each 
individual line is assigned a 
unique set of numbers - or 
checksum. The Get it right! 
program prints this. 

By referencing the&e 
numbers against the list in 
the magazine you wfll in- 
stantly know whether you 
have entered the line 
correctly. 

The fact that no errors 
were reported doesn't mean 
that you haven't made a 
mistake. For example, if you 
enter A = 8 when you should 
have entered A=B the pro- 
gram won't work, but no 
error will be reported. 

Crashing the computer - 
or locking the system up - 
are just terms given to an 
acute ailment computers are 
heir to. (f you tell ft to do 
something that it doesn't 
like or isn't supposed to do, 
it will wander off into Never 
Never Land. And no matter 
what you do you can't get it 
back. 

This is arways a possibility 
when typing in data state- 
ments that form part of a 
machine code routine. 



EACH month we wilf 
award £10 prizes for the 
most interesting letters 
sent to us. 

So now there's more 
reason than ever to con- 
tribute to our lively mail- 
bag pages. 

Get your pens out 
start writing and you' 
could be one of the 
winners. The address 



Tape 
troubles 

/ BOUGHT an Atari 800Xi 
and a W70 recorder. At first 
it worked OK but after a 
short time it damaged the 
tapes so I could not play 
them again. I took the 
recorder back to Dtxons who 
sent it away, 

They then returned it 
saying their was nothing 
wrong with it and it must be 
the tapes. What can you 
advise me to do? 

I also own a 1050 disc 
drive which works welt, but I 
would like to still be able to 
play budget tapes. -Damlen 
Gipson, Bideford, North 
Devon. 

• We get a lot of letters 
about this sort of thing hap- 

Turn to Page 58 
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Mailbag 



WE welcome letters from readers - about your 
experiences using the Atari micros, about tips you 
would like to pass on to other users , , r and about what 
you would like to see in future issues. 
The address to write to is: 

Mailbag Editor 

Atari User 

Euro pa House 

Arlington Park 

Arlington 

Macclesfield SK10 4NP 



^ From Pmgm S? 

pening to 1010 tape decks. 
The 1010 fs usually a reliable 
recorder if used and looked 
after correctly, but if cheap 
tapes are used problems 
often arise. 

Your best solution is to 
get someone who knows 
what they're doing to check 
the head alignment and 
clean it and the pinch wheel. 

If the recorder still gives 
problems after this take it to 
a reliable service engineer in 
your area, 

The pro 
approach 

f HAVE just bought an Atari 
65XE and I would like to 
know how you would go 
about programming a pro- 
fessional game. Is there 
such a thing as a games 
designer, or will I have to go 
back to loops, pokes and 
graphics? 

Aft i ever get is errors, 
errors and more errors. So 
please can you help before t 
overheat with confusion and 
errors? - Darren Clcwley, 
Milton Keynes, Bucks. 

• A program called the 
Arcade Machine was written 
•and released in America by 
a company called Broder- 
bund. The utility was written 
in 1982 so it may be difficult 



to obtain, US Gold deals 
with a lot of Broderbund 
software and may be able to 
help you. The address is 
Broderbund/US Gold, Units 
2/3 Hotbard Way, Holbard., 
Birmingham, B6 7AX. 
Tel: 02 1-356 3388. 

Submarine 
sunk 

A FORTNIGHT ago I bought 
an Atari 65XE and a copy of 
Atari User, i have had an 
Atari 8QQXL before, so I 
familiar with the keyboard, 
but sad to say not with pro- 
gramming. 

I typed in Submarine 
Hunter and checked it 
carefully - especially the 



data - but when I entered 
RUN it came up with error 6 
which applies to the data in 
line 8920, Could you help 
me out of this problem? 

Also do programs for the 
old 48k work on the 65XE?~ 
J G Gibson, Penzance, 
Cornwall. 

• There are no errors in the 
program as it is printed. Line 
3920 contains a READ 
command that reads the 
data statements: You will 
need to check them all very 
carefully. 

Not all programs written 
for the 400/800 machines 
work on the 65XE. Some dif- 
ferences in the operating 
systems has cause a slight 
incompatibility. However, 
most programs published in 
Atari User work on all Atari 8 
bit computers. 



recorder will not plug 
directly rnto an Atari. An 
interface used to be avail- 
able for converting the 
signal from a normal tape 
deck to one that your POKEY 
sound chip could under- 
stand. 

However, we don't know 
if the company is still 
trading and so your only 
option is to buy an Atari 
deck. The XC12 is avaifable 
for around £30 from various 
advertisers fn this issue. 

You could afso take a look 
ai the classified section of 
the magazine. 



Finding the 
vertical bar 

/ HAVE had an Atari 800XL 
for some months now and 
enjoyed typing in the pro- 
grams that you have pub- 
fished. 

i would be grateful if you 
could tell me how you type 
in the vertical bar character 
that appeared in tine 37Q of 
Dicer in the January 1988 
issue of Atari User? - CP. 
Alien, Peterborough, 

• This is one of those elu- 
sive control characters the 
Atari computer possesses. 
To obtain it press Con- 
trol+V. 

If you look in the February 
issue of Atari User you will 
find a table showing all the 
characters and the key- 
strokes required to get 
them. 

Programs 
appreciated 

THE Picture Processor and 
the Post Printer in the 
January issue, of Atari User 
were two very good pro- 
grams. They wili come in 
very useful to a lot of 1029 
owners who, like myself, do 
not find a lot of programs 
for dumping pictures to 
their printer. 

The ease with which you 
can convert different file 
formats is very useful* It 
shows other 1028 users just 
what can be done with a 
tittle bit of patience and 
practice. - J<E, Rice, 
Ipswich, Suffolk. 

Groans, 
no grunts 

/ OWN an Atari 300XL and 
was wondering when 
someone is going to release 
a wrestling game for my 
computer. I think a company 
like US Gold could write 
one, as it has produced 
them for other computers. 
I feel that the Atari has 



Sharp for stereo, but not programs 



RECENTLY f acquired an 
Atari 400, My knowledge of 
Basic programming is 
minimal, but enough to 
write programs of sufficient 
length to warrant the need 
for some peripheral storage 
device. 

Several people have 
advised me that my Sharp 
stereo cassette player 
should be compatible, but t 
do not have the required 
muftiport five pin DIN con- 
nector. 

Could you let me know 
whether my stereo cassette 
is compatible and if so 



where could I purchase the 
connector or where I can 
find the necessary infor- 
mation needed to build such 
a device? 

In future, when my knowl- 
edge of Basic and financial 
circumstances have im- 
proved, I plan to purchase a 
disc drive. However, until 
such time I hope you will be 
able to help me find an 
economical solution to my 
storage problem. — Trefor W 
Roberts, Menai Bridge, 
Gwynedd 

# Unfortunately your tape 
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DIP in for those elusive £ signs 



great capabilities for games, 
but a wrestling game seems 
to be just what it hasn't got — 
it would be a great success. 
Do you know if any are 
going to be made in the 
future? - John Alan Robin- 
son, Whitley Bay. 

• We don't know if US GoJd 
is going to release such a 
game for the Atari, An 
American software com- 
pany did bring out a game 
cailed Sop 'n' Wrestle, but it 
was only ever released in 
America. 

Gauntlet 
blues 

RECENTLY I had a major 
d isa ppoin tm en t wh i te 
playing US Gold's Gauntlet 
After nearty three hours t 
reached level HQ and I was 
horrified to see the same 
sheet repeated over and 
o\/er again after that 

At level 130 boredom 
finally overcame me and i 
was forced to turn the com- 
puter off Was my copy of 
the game at fault was it my 
computer, oris it a fault with 
the actual game? 

Also, is US Gofd planning 
to bring out international 
Karate 11 on the Atari? - G.J. 
Hagon, Dagenham, Essex. 

• There is nothing wrong 
with your copy of the game; 
This is how it has been pro- 
grammed. At the moment 
there appear to be no plans 
for International Karate II, 
but if it turns up a review 
will appear in Atari User* 

WP on the 
800XL 

t HAVE just bought an Atari 
800XL and would like to 
know if the Atari Writer Pius 
word processor is available 
on tape for it. Also, can Atari 
SMM804 printers be con- 
nected to my computer 
without a Graphics AT 
Interface? — Charlton 
Ferrao, Canning Town, 
London, E16. 

• The Atari Writer Plus pro- 
gram is a disc-based word 



I FIND that when I use Mini 
Office 11 with my Panasonic 
KX-P10S1 printer it will print 
the elusive £ by simply 
keying #, Yet no one seems 
to have bothered to mention 
this in reviews or the 
handbook 

In fact the manual advises 
using print code strings to 
define it. There seems to be 
no reason why this should 
not work with other printers 
— have you any idea why it is 



processor. However, the old 
AtariWriter cartridge will 
work with a tape deck. 

The SMM804 printer is a 
dot matrix model designed 
for the ST Personal com- 
puters or the IBM PC and 
compatibles - it won't work 
on an 800XL. 

Happy 
impulse 

IN December I went to 
Curry's jo buy a Walkman 
for our nine year ofd son's 
Christmas present. You 
guessed - 1 returned with an 
Atari 65XE computer pack, 

I had a great sense of guilt 
at my impulse buying, and 
didn't have a clue about 
computers at a!L 

As time has gone by my 
guilt feelings have gradually 
receded because of help 
from friends and reading 
Atari User. Gradually I have 
learnt that computers are 
not boring, they're really 
quite interesting. They have 
opened a whole new world 
of interest for me - which is 
quite amazing to a mere 
female! — Rosemary 
Campbell, Kirkby Stephen, 
Cumbria. 



Get it Right! 

/ OWN an Atari SQQXL and 
am new to computing and 
very witting to learn. I typed 




LETTER 



not recommended? 

I would go on to say that, 
with Epson compatibles 
Mini Office fi seems superior 
to Atari Writer Plus, and the 
only complaints I can level 
are that there seems to be 
no buift-in underline 
command so it consumes 
two of the 70 code strings 



in Bounder from the June 
1987 issue of Atari User but, 
try as I may, it won't run. 

Cpuld it be the program 
uses machine code and do I 
need an assembler lan- 
guage?- J. Chapman Peter- 
lee, Co, Durham. 

9 The program is written 
entirely in Basic and works 
f i ne on an 800XL if you key it 
in correctly. 

You wil! find that you 
have made some typing 
error. Check the program 
very carefully using Get it 
Right! 

Starwars 
on hold 

IN THE April 1987 issue of 
Atari User you said that a 
conversion of the Starwars 
coin-op series is promised 
for the Atari 8 bit by the end 
of the year. 

Where is it? f was eagerly 
awaiting the re/ease of this 
game and as the end of the 
year rolled around I noticed 
it was being released for 
other computers but not for 
Atari 

I am rather disappointed 
that 8 bit users seem to have 
been left out Maybe we mil 
be seeing it later in the year. 
-X Elliott, West Sussex. 

9 Do mark Software unfor- 
tunately changed its mind 
about releasing an 8 bit ver- 
sion of this superb game. It 
has no plans to bring out a 



at towed f and double spaced 
print cannot be defined for 
part of a document 

Does anyone know how to 
overcome these problems? 
- J.E. Robinson, Millom, 
Cumbria. 

• Whether the # sign out- 
puts a £ sign depends on the 
DIP switch settings inside 
the printer, 

M ost printers can be set to 
do this, but it s not always 
automatic. 



version, so we will just have 
to hope that another soft- 
ware company takes up the 
challenge. 

Replacement 
switch 

My children have an 800XL 
with JOW tape machine with 
a broken switch. Do you 
know where I can get a 
replacement? - Mrs K<B, 
Shipp, Horsham, W.Sussex 

• Replacement keys for the 
1010 tape deck can be 
obtained from Silica Shop, 
The price is £1.12 - which 
includes VAT and postage 
and packing - for two keys. 
Silica Shop can be contac- 
ted on 01-309 1111. 

Racing round 
the Atari 

/ HA VE an Atari SQQXL and f 
would tike to know if any car 
games have been released 
for iL Could you ptease give 
me a list of them? - Derek 
Broad, Chi-istchurch, 
Dorset 

9 A lot of car games have 
been written for Atari 8 bit 
computers over the years. 
They include Pole Position r 
Pitstop, Pitstop ll r Baja 
Buggies, Rally Speedway, 
Racing Destruction Kft and 
many more. 
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Enter the magical 
world of Kerovnia! 



This fascinating adventure features the most 
sophisticated parser around: You can type complex 
sentences and interact with the many characters, 
including some very intelligent animals. 



This superb package includes a 44-page novel and a 
cryptic help section. 



£ The program took three man years 
of programming time to produce 

- and it shows. The Pawn is the 
stuff from which cults are made. % 

— Anthony Ginn, Atari User, 
May J 986 






Guild of Thieves 
- it's a steal! 



Guild of Thieves is the long-awaited 
follow-up to tine award-winning 
adventure, The Pawn. 

You're back in the fantasy wo rid of 
Kerovnia, in the role of a novice thief who has 
applied to become a member of the illustrious Guild. 
To prove your worthiness you must ransack an 
island of all its treasures. 
There are 29 beautiful illustrations, a massive 
vocabulary, and a text parser which 
is claimed to be more sophisticated than 
the parser in the Infocom adventures. 



^This is an absorbing, funny and tantalising 
adventure and guaranteed to be another 
sure-fire winner for Rainbird. ^ 

- Bab Chappeff, 
Atari User, October !987 
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TEST 



Protect your Atari . 

with this luxury dust cover 
a^ jWWB>^ for your Atari XE or XL . 

It's made of clear, water- 
resistant vinyl and 
bound with strong cotton 

Only £3.95 

and your Atari Users 



A year s supply of Atari 
User can be kept in this 
handsome chocolate 
brown binder 

Only £4.95 




Secure storage for 



The ideal storage 
medium for your 
5.25in discs. 

The luxury padded 
PVC boxes are 
strongly made to 
protect your valuable 
discs and can be packed 11^ 
flat when not in use. 

Box holds up to 
60 5.25in discs 



Disc Storage Box 

Holds up to 60 5.25" discs £4.95 7098 



Dust Cover 

£3.95 UK 

£4.95 EurOfkyOvtrrseaH 



180XE 



7060 



Atari User Binder 



£4.95 UK; £6,95 Europe; £1 ] .95 Overs cafi Airmail 7029 



ORDER FORM 



* Special price if a ceo mpanied 
^ by subscription or renewal 



All prices inclwfg postage, packing and VAT 
Overseas orders dee patched by Airmail. 

Annual subscription 




New 



UK05 

Europe (incl. Eircjflfi 
Ovcrseais (Airmail)£33 

Commence with 



Renewal 



L"K£15 

Europe (incl. Eire}i_lH 
OverseaR (Airmail )iri:t 



7001 
7003 
70tU 

Iwue 

7002 
7701 
7702 



Back Issues 

£1.50 UK 

£2,00 Europe & Eire 



January 1 987 7409 

February 1987 7410 

2dardh]9S7 7411 

April 1987 74 12 

May 19&7 7412 

June 1987 7414 

July 1987 7415 

August 1987 7416 

September 1 987 7417 

October 1087 7418 

November 1987 74 19 

December 1 987 7420 

January 19SB 7421 

February 1988 7422 



Mini Office II r«* w 

Disc 400/800/X17XE £19,95 
(48k required) 
Add O for Europc/£5 for Overseas 



Atari User Toolkit 43£t 



Tape: 



£5.95 
£7,9:3 



7021 
7022 



Add £1 for Europe inc Eire/QvcreoaB 



Ten of the Best Games r«ew-?u 

Disc ■JjlrfjEl £4,95 7013/7014 
Add £1 Europe inc Eire/OvereeeaB 



Ten of the Best Utilities (**pa& 3D 

niiRc frgtIKU £4,95 7017/ 7018 [ 
Add £1 Europe inc Eire/Overesea* 



Guild of Th l€VeS (see page 60} 

Atari 800/1 30 Diac £14-95 7019/7020 



The Pawn fjwe pa$£ SO} 
Atari 80G/1 30 Ditsc " 



* £9 r 95 



£14.95 7ms/ 7034 



Readers in Europe (inc Eire) add £2, Overseas 
add £4 pur item unless otherwise indn-ntod 



TOTAL 



Send to: Database Publications, FREEPOST, Europa House, 
Adtinglon Park, Adllngton p MaecEesiield, Cheshire SK10 5NP 

(No ttamp needed H posted ii UK) Pfeass Allow 28 days tor&rfvQfy 

— Order at any time &f ih$ day or night 



Paynwr: please indicate method (✓) 
AKffia'Ma&ten^p^Eurecar^Bai^aycjrd/Vlaa 



Expiry 
Dale 



/ 



No. 



Fax CVrfeJs; 



OwfefS b/Pf&sfei: 
Key 'SB, itien 6l4S6B3a3 



72rMAG0O1 



Mill I 



J ChftqUftCwrrcheque made pay$Dla to Database Publication* Ltd. 

Name-, . Signed 



Li 



Don't forget fs $iv*y#Ut fti™, addresa andct&tit £*td number 



Post Code 



ENQUEUES ONLY : C625 9a"v&pm 
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FREE GAMES 

FOR 65XE, 600XL, 800XL AND 130XE 

When you purchase 

"WORLD CUP MANAGER" 

at the Special Price of 
£6.00 cassette, £10.00 disc inc* p&p 

Choose from Darg t Joe and the 
Nuclear Caverns (cassette or disc) or 
Galactic Cresta (cassette only) 

Cheque or POs to: 
STV SOFTWARE 
9 Chiswick Walk, Chelmsley Wood 
Birmingham B37 6TA 
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XL/XE MOUSE 



AN ST MOUSE FOR YOUR 
XL XE 

includes: Mousa, Art Package, 
Fa$t picture loader, 
Atari Artist/GAD translator. 
2 demo program* show the 
use of the mouse in your own 
software. Supplied with all 
operating information. 

All for 

£29,95 Post free 



\ LETTER 




Plsau slai« eooXL 13DXE 



6Q-COLUMN WP ON SCREEN 

This Ml -feature letter/ wo .rd 
processor supports standard 
Atari keyboard editing PLUS 
wordwrap, insert & 
justification. Address, date 
and ref, area aFso control search/ 
mailshot feature- Mouse/joystick 
operation with pulldown menus. 

Disk only 
£24.95 Post free 




[ COD service available for £1.50 [ 



L0BAL COMPUTER SERVICES 



Navigation Road, N0DTHWlCH 1 Cheshire CWB 1BE (0606) 782413 



OPENING OFFER AT 

THE TAPE CENTRE 



ATARI GAMES ALL AT £5.95 



ATARI 2600 GAMES 



Screaming Wings 
A Day «l i he Race* 
Warriors d Re | 
Smash Hhs ? 
Smash Hits 7 
Winter Oiymp.cs 
Manlezumas Revenge 
Spy v Spy 
Spy v Spy II 



Superman 
Boukjerdash 
Baulderdash ll 
Domain at the Ijndaad 
Zorrn 

Jel S &: Willy 
Comet Game 
Hacker 
Trei blazer 



ALL AT C7.9S 
Endure 
Freeway 

Ghasl Busters 
■Pitfall 
River Raid 
Space Shuttle 
Tennis 
Robot Tank 



ALL AT E6 9 5 

Dodgems, Circus 
Being 

Wizard ol Wer 

Smurfs 

Venture 

Solar Fox 

Muse Trap 

Gon\ DanV*y Kang 



P1&ase make Ch>eques;Poalal Ofdera payable 10 The Tape Centre. 

Overseas add £1.50. 
Full price hs: pi&a&a send S.A E 

THE TAPE CENTRE 
Unit IB, The Marlborough Centre, Coalville, Leicestershire 



ATARI XUXE & ST GAMES-UTILITIES- 
HARDWARE-VCS 2600 CARTRIDGES 

TRANSFER GAME TAPES TO DISKS THougM it was impossible? Nut so! Many caw* ft* 
g*ffle& can indeed be converted 1a disk suetesriuly with THE ALCHEMIST 1 ransfar $ys,1eml 
The uliEjty is entirely nan-tfjehniral \o use. so why endure slow and error prflne- caSSetle loads 
- send lor a copy today I THE ALCHEMIST @ ONLY CI 9.95 Poet Free. 
REQUIRE DISK. BACKUP? The DISK-TO-DISK-PLUS disk backup, including disks 
thai use CRC-error BAD-SECTORS fat fwol^a^nf Atao includes: Tape la Disk Iransfer, Disk 
to Tape Iranslef, and a Tap* 1& Tip* Mprtr. DISK-TO-DtSK PLUS @ OWLV El 6.1*5 Piil 
Free. 

REDUCE TAPE LOADING TIMES! As well as automate backup &i Gazette 
TURBOCHARGER XUXE also c'fers an addition el luncrion - TURBOS AVE! The ulilrly will 
duplicate game 1apes 1q ardinary blank ca&settes, ar>d lhe duplicated game will LOAD 
FASTER THAN THE ORK^JNAL 1 The original game lape is unatleeted . TUR&OCHARGER 
XUXE & ONLY Pas* Fr** L 

DO YOU PROGRAM IN BASIC? H you <to r why not give ynur completed programs; a touch ul 
class wtlh BASIC AUTOLOADER! Th* utility will convert any Basic program thai requires you 
to CLOAD a"d RUN It, Into a boot-load version — jusl like com martial Cassette programs! Just 
hold down the- STAflT key and SWITCH ON to load and tvt\ vour own Basic prog rams! 
BASIC AUTOLOADER @ ONLY CT.9S Poet Fr*e 

FOR DFTAll S OF ST &CJR WARE - ATARI VCS ^GDC CARTRIDGES - ATARI £ THIRD 
PARTY HARDWARE - TITLES NOT LISTED - PHONE INI 

TITLE CltS 

Ace tit Aces _,,„_ &99 

Wlemale Rtnkf It. 

Aulcduel Mm - 

B»i thf free! Mouse Detedrva .. 

BmcXL - 

Otowus Chess 4.0 fl,SS 

Ffcght Simulator II _ - 

Knight Ore 1345 

MaotiS Micro AssemWtf , 

Mfli Otfioell „ „,. UJ , 1 . M ,..- 

SrograjTimert LHiljcy Pac* - 

Sfiieatfshert |SwH) _ - 

Tomahawk _ 

BUDGET CASSETTES - D«eethk?n - Feud - H#nry r i House - all @ £1 .94 each. 
Oti Cue - Pontoon - 130 -#|| @ £2.99 vech 

U.K. Pos1a§e - FREE en ordtr* ovet S -ctherwise Sop PAP. Over$H,ns Poslage - please 
add £2 lo your total order, Ordeis are supplied by Mail Oftfer cnly, «nd sub|ecl to availability. 

For Purther inlormation. send a S.A.E. tyt IV 
Please mate chwquas or P O's payable bo: 



Bilk 


Rem 


TTTLE 


Cue 


Glik 


Rem 


11» 




Aeticfll „,..,.,. ^, ,„_,.,_ 








17.99 




Artanotds 




11. SJ 




17.S5 




6*MirSlreB^221t) 




13 J5B 




1150 




Bas e _ 






GG 05 






BGrapti _ 




ft.?5- 




inJFi 




Chid _,,,_„ 








39.95 
13 45 




GaunUel 


ess 


13.53 






LeadelyhU'd ,„„„ 


_ L9Q 


13JQ 








Wcra ualue II 


i.w 






17.95 




W r;ix For^e 


.725 


&^ 








SjM Serm 


fi.45 


13.45- 




22.45 




Stevs DaMis Snooker , 


B.» 


11 W 




13.4.5 




Trwial Pusuha 


...» 1345 


17% 





ru 



(Dtpl AUJ, P.O. Box, Hereford HH4 9YU- 
IT (5132) 



JL JIL 

ATARI IN MANCHESTER 

For the best selection of Software 
for your Atari Computer 
or Video Game Console 

visit 

ATARI WORLD 

15 Fennel Street, Manchester 4 

(Opposite Victoria Stauon/Mjll^ace Oar Park) 

Tel: 061-834 4941, Open: Mon a -FrL 10-6. Sat. 10-S^0 

MbJ1 Order with pleaeure r Stamp for ^atalo-fue 



ATARI 400/600/800/XL/XE 
UTILITIES AND GAMES 

KOWFEH DOS 3-Uofelh*ri a. lo drst OTT^erlDf *s the besl menu dh-.tm fil^art-i mari*g«mefi( 
5^*1 HcWs ko 40 programs per rise rjj^ayed on a cciounul menu Run thu progijirn >w wart aJ lhe press uf a 
bLltan 4 Firta^ induing rr-u^i stage lape 1o disc, disc la tape dis£ \t disc Enlre runtton cvnen all ynur 
OW mflpy syiterrMs |muhi bod etc | to htawtan 3QS wenlcs n Hnnsiy > ?i warp speed h DD). No alhex 
program neederj. C17.SS. 

DISC DUPE 3-EacelarHserJof (op* Her tfdin*ycr bad sectored pfuteclive rAscs. Re m ban. bad s«Jtrs 
anri reef aaSss Iham . Indynes rpm lest And torm?for. Cfl.BS, 

1CQPV KART-Transiir your fevouole canridge sohware lo disc or tap*. Comes conwiri* whh cartridge 
emj*er . E3D.95. 

KO-PT TA- Bail js singe.'muti slsga lapos eartly 

AUT0HEHU-Aiflomatca.1y lisa*"/^ lu? podisc |Ea&c or 5nar P j and wil .xn Ihem al Ihrt (y&ss dl abutlan 
Werfe in any derail y -any 00 S E7.95 r 

DOSrUQD-- Uedrty Ain_i DOS le wrsrh kh Irue dnibla denshy #hen used Mlh US 1 DSC *nr- dgut4«f Etiod IS 
pais Happy. (ivM 1^ c^p^iiy rn EACHsjfle of the dec I*. 95. 

ELECTRONIC: DI5C NOTCHEP KIT-Use slh*r side il d m whhoul r-ui:: i; fU.95. 

CAMES-A Large seefflw el used ORIGINAL software on lape. disc and carlr^eel hall r«w price or less, b 
tee games- wfch all orders over £2ft. 

For our range fjf Tjpe.'rJIsc'camldae uhIIuh inrj flames send large SAE to: 
HOWFENSOFT 

145 BANKSIDE, WESTHOUGHTON , BOLTON, LANCS- 

Over iqb i idd £2 b i-l ordirrn. 
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ONLY FROM SILICA 

Finu y l^ar*i i paraonil iompulir IKn nol rrfiiy i^lvu ;n-.l:f*m4 Uk+ «|h+r CWipwlif*. tut il#o Him 
1h* on* p-oblam lhat orjnar compuiara hiva cnw. AFinrditHlity jiIici Shop in paaaad to p^ata^l lha 
ST ranf t «f p*r*MaL/bu«iMH cismfHjr*-* rrom i ■ r i Thp ST wh dawgnad uliliztnu lha moit raoanl 
rjraiklhrouo.ni in samtoonc-uoiar lachnology, producing a. paytUAaJ COTputtf that pfriofmi lath I wilh 
ipw*' parti, ^nlch muni it coati mhi lo mafci. And I*h 1d buy. Tlw ulihc ST UHnpuun now inclyda} 
buiii in fKiw*« ji.[.;ilHM-*rJ built i dip*, dfoat. Th* TOS oparaling lyalam ind fiEM window awlrorunanl 
*f* now an HQM chlpj tftw^h in iir*dry Inalill+d In rh* ST tffOMrd. TW* pnabw* wulbontlk irntvrl 
3cohng wnin yoj pwilch on. S>>cj Snoo iraptoiaad to □ Plan hi camp la li Abi/1 ST rpngpa. Quf maJI p$|r 
ih| j tm?n" H-iliwied in Sidcupind wi ham 3 rvuail ouCWb- it SidcMp, Lion Holm (Tcrttanliam Court Rd) 
nod Satirldpaa lOarord Sli-Mii Wa hj*a plghi ym^I frpiiW* fll AtlH product*, <kingpHnan my olh#r 
UK company, and ira Mill iilibliihad 11 lh#UKa Ha.1 Atari ipaclillil. Wtlh Jigr-ovp lurnortr 
"nlllitm and: ir pkgph oT H ilifl. wi oh* - you unbaatabia tamo and aupporl. Wi prnvdi aaiwral 
lacllltiaj which yoy -III line In^iluityi during ytwt ALirl Wmpjllno Ii<a ind rotf ol ^haa* Facihtwa in 
Avulibli ONLY FROM IILJCJL Wi lug^ait 1hit you raad Ehroiagh what wa hava in =:■■■■• !mli -■■ r .jj 
decidi wnanalDpurcUaia your Atari ST. 

FREE STARTER KIT - Only From Silica 

"rth#fi you plti-jm pry Ahw* J.T layboanl, you will nol only rwoawa tna baa I vilua H nr monay compubar 
Ofl fcoa IPirfcai. bul yfti. *il l.i:i ra ca iii Ihi tolkriwing li:in< Au>i •~-ii;i::riilir- l u pari r,i h-#dk<*g* 

■ BASfC ljivuvi C\*r ' ft* :V.'lT 1 ST Dwwi Uuiu*, 1 ■ TOBfflEU 1 iw RQ3U 

■r yOu bvy your ST trt&n Slica Shop, wUl aauf raw *a: 

'NEOchfMt*5*mptot -tt^fr^&pwt** J flat WPftf - Hfati ft uLaa a wa 
In idditmr-. wa it Silici woulc hha to m# you gal off to ■ llylng itin with yoiy rw» tomoyiir. to ■* Kav* 
put toflMHar I ipKial *T CTAATin KIT worth cY#r £l(». whK4i wa ira B'vmc iway FREE DF CHJUM3E 
*lth *i*ry ST Gamputar p^wehHad 11 &u' ftpmiJ r+till pr™. Thli kit I* *rt Nib** «dLT FROM ilLICA 
and ii ■ 1 mad it provfding um ^ilh j vilJibta lnr p odWliori loihf *ortdtiT Qiprtyi&'iQ' Wt •>! corHiriullly 
upgrading lha ST SiJstt* Kil, which cnrlnm-puWIc domain and othar Itcarfriadioftwari, u **- m± Chh-.^± 
.■naflajina* and KCttHda* alt r*4»rtM 1d> ST campling, Rafum In* coupon bakiw 1w ruM Hvlairi. 

DEDICATED SERVICING - O/i/y From S///ca 

Al Silica Shop, hlM t o*J-c*lPd iFvin rjppar1rri#rU| of avnn lull lima Atari Irwwd bKhfitcaJ ilarl. 
Thu laam 11 luialU- oadtcalad to iwlclng Atari comguBar prmiuHin Tsmii ■ i.:i.: 1,1 rr il» 1^.1 ■■ii -* *-ijb. uhi 
a^id *^parienca rnaaaa tham aacond to ram #1 tfwir llild. Voj can b# nn 1hat my work carriad c-Jl py 
ih#i-, it at tto higfwu puknaji-d A lUnrjwrrj c"l aami^ino wtuch wa baHiava ynj will Jind CHHLT FRQM 
IrLICA. In addition !□ pruvkllng lull ia<yicang rulllLaaj lor Ala/1 ST 40mpji«r|, i|bcr|h in and out ol 
ipirrinh/^. our laam li a>au ibJa to otf*' rna^ary and modulilor Lpgradai to ST compubm 

1Mb HAM UPQHADE: Our uporaoa on lha alandard AUn 33DST-H or UOa-T-F-M kivbcm-c *lll 
Incraaaa lha nw*gry Irofn 51JK 10 ■ nium iCJ^K Ir hujt a Imi 1 yvtp warranty ind ii mitatita ircm 
S&Km. it an addiUonaJ itiil pnci or only LKM (+¥AT I E100| 

TV MODULATOR UKRADI: SJIhca nan upfjrada lha 104O3T-F 1o IndLid* a TV nvo4uut1of h 
fefujl yi>y tin dh+h uM It w>lh yau' Tu 1 Hi. Tn» ii ir* iMamil opojrada md doaa nol Invotv* my ur%dy 
aalamil baxai A cxD(a to co-marti yiii,- KT ic any d^waalic TV 4 -idudad in ih# prki ol lha upgrada 
which 11 only Cat line VAT |. T ha upgaad* la Mao iv-ijlibw tor airly 52QST oamp^jpK* ajt 1M atant pdc*. 

7WE FULL STOCK RANGE ~ Onfy From Silica 

Vpi nm to kaap alrxfci d^iM Atirl ratalad product! ind^uc waranouaa c.Kdm h ilWh ol ttwtt £^ rniJIirjn 
Wi imp ik 1. ffttfty *o*lwan» lltfaa to-met iron* 1I>* USA ind you will 4hid thari a* lun* naw raaaaaajt an 
idnnca ol man^-ol our r^fflpfrillora Umik- tmim "h-j rr^> jr^ hot*. Ffr4c:ad thhw. wanava 1ha *jII 
■argi. I n iddilion. wa carry a complit* Mm ol aal booki *hieh Kara r*aan «rit»n about rn« A«ri ST A 
irtg* U wM at ojri it aornvthing you will hnd it ivi Inba OHLT FROM HUC A. 



SO MUCH FOR SO LITTLE! 

Thtjre is nothing that can compare with iftm in l red ibis vaJue f^r money offered by Atmri'e 
520ST-FM. For only £260 (+vAT=£299). you c*n purchase a powerful S12K RAM computer, 
with a 96 k*y keyboard (including numeric keypad), MIDI interface, GEM, a palatl* oi 512 
culoura. mouaD eonlrciller, end a built-in diah drive, Th# hm% a TV mqdu'ator 

built-in, ftnd coined with a lead to allow you to plug It straight in Eg any -domeatic colour 
television set:. The rnaJna traniformar it alto built-in to the keyboard, to there are no meaty 
external boxes. You couldn't wish for ■ more compact, powerful and sty Nth unit. Atari ST 
computert ar* now Nrmly establiatied in the UK, lh>ere ere nearly 500 software tlllet already 
available for a wide variety of application* arid the iitt it growing ail the time- And that's not 
all. When you buy your new 520ST-FM (or any Atari ST computer} from Silica Shop, you will 
get a lot more, including a FREE Silica ST Starter Kit worth over £100, Read the ONLY FROM 
SILJCA section on the left, lo tee why you should buy your new high power, low price 520ST- 
FM from Silica Shop, the UK'* No1 Atari Specialists. For further details of the range of AKari 
ST computert end the FREE Silica ST Starter Kit, complete and return the reply coupon below. 

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299)| 

L 5H5T-FW wttfi 512K RAM 1 meno monitor E3M line VAT.I Upgrada Irwn 51 IK MAM to NAM £100 I inc vaI 



AFTER SALES SUPPORT - On/y From S/Iica 

WlU tH 



R«itM*ur*4 i.fi*l wnpn yrjyouj ytxir-ST rrrim Sjlkca Sftop. you wiM ba fully lupponad. Ou^fraanualingi 
( ii nawa or ralaaaaa irto da^kwrnaftai, Thuj will ha*p iu k«ap you up lu C41p -ith naw lottwar* ralaaiaa 
■a waHl ii- whit i hicoaning i l _ i AIj i mirhat Arc In addlt^n, our aaJaa ilid ir* *i ihi *r*\ o' A 
ip-f|irvjnf in » :i; aanMot al ei ybui *!in rwquinmarli II voj pure him an 5T t'om Sihci ind wen. J liku 
in/ iar.hiir:al adv»®» »* t>*vm ■ lull Mm* lachnictf iwoport laam 1c ha4p vdu oaL 1ha baat 1rcm your 
ccmpulDr. Baoiuaawfl hiw ran>i1b# itafl ind Ihaiiyaiimi |p*ti1li;jllv rjad^a:) in providing «1|qr 
MnricM on Alan ST computera. w# ira conitdint rnu our uaara anlou an ■ k cap I ■ on ally high Laval ot 
luppsrl. Thli C4n b* ftetJwad 0N4.T nWH HLICA 

FREE CATALOGUES - Only From Silica 

Al Siiid 5r*yp. mq r^i>^i«i rsm pauiom utan raquin.«n ir-caplh mlormalnn aaraci, which i whw wa 
mall 1r*a nawalalura and pric* ±\± r;, fijf ::wu*n Trsw «r V wp 44 p-yw lorig lod in crimniad 
wild lachnicil d44aili in wall aa j otrafiand prik^jcl oaacr phoni -I yd*. aJraaay £kjii;:haaad fih 
ST ind wcuid lit* is riairaiyour nami addad loour mailing laL plaaaa complali tha coupon A nlum il to 
lu. Thu in'nrmdi-on i+w z* ii jviuun* OR LV FROaJ HUCA, 



ATARI 1040ST-F - NEW PRICE 

Wi Mm plBuod lo announci a naw racicad pnea pomi on Tha 
lWO-ST-f which n npw jrvaHlatjlB Mr or,y [Inc VAT| Tha 
10*fl H ■ pwaartyl computav wilh 1Mb Ol HAM and llau indudai 
* builNn 1Mb douhlt ll»d Ta" dilk driva„ Tha 10at hu haan 
dnignvd 1or ua» on buiinaaa ind proFaoaioruiJ ippiicationi 
most of which raqulra a hugh raaolulign monr^hromij rw ctf4Ur 
mon-1nr I nnaa nnr tntmlort h| V * an RF modullbof 1of LfH 
*|lhjjdnmii|iG TVrt. ItoduWorf etn b* *r1l*d Tor £lfl [inc WAT). 

Jdad^r-FJi^cP^ iMaWMMr iaWhUc^fl 

xm$?-F **>*e»nJ ' n^ *w iiiFjg Mw^Eter , iHP i',rv k^rl 

you Hfruld ||k# IWrllVM dauJIl al lha 104O3T-F, (flmn \tm ^minnm tulna 

MEGA STs NOW IN STOCK 



ATARI 



FREE OVERNIGHT DELIVERY - From Sftica 

Uoa1 ordara ira procwiaad tn«i.ml- m.ir »rr>pubpi wlltwi M hihn o4 lacwmrfj Irwrn. Uoal harrtwara 
r,nj#nj ira lanl by tfta O^trmgnl BRDJF 4 CUUrlar aanlCI FREE OF OHAHCiF C<> ::.n-:iii«n w Ihir I hp 
UK Tnig. maihod npipi-lD anpuf*rvwiimum rMiy and ma^imLm protacbon. 

PRICE MATCH - Only From Silica 

r-^iL* 1 -i-i in* comhimiirjrT e J ojr lew p-ici» hHLL L* dclivtrr M-tfiia f-^EE Snrar K11 im: FRFE 
■ftir aalai uppflffl. will M Am[:i <yh 10 ™*m* tuy your Ajiri aquipmirl 'imn Silica Shop. H huwwar. 
tnar* ii- acmaonlng you wiih to purchaaa, inc you l.i-^d i>naj ol «rfnp4Mi" t l olrVing i| il a knvaf prwa. 
hhpn pLpiH- ccnlict our lalaa daoi/tnwnl, providing ua wdh our co^p'l*" r 'r* pir^a addrau *rt4 
I* aohoni rujmbar ll {uw cWnpMHOi h«a Ih* goutia in Muck, wa- win normally matcn 1h» otfar inn a um 
product - aam* pr»a' baaJir and allll provldi you whh ournnrrnal lr*a :iilm y Wp laaliia Ihitwi irw nnt 
1 '■■ :.:r-tf ; jrr ^pny who w- nilch a co^ipalitor'K prci. Piaartvar. II you coma to ua Tor a pnci ma.uh.yOi.- 
wal auko ba> anU1la4 4Ur air* uIpf lannca, including Iraa rawiiadin ind tacholcil aupporl. r mi 
OTikaa our prtoa match promlaa rathar ipaelal. iom«ih .y ym. will iw'vf OMl^ WWQti HLKA! Wa don't 
Hfjrtj yi.nj |i> gu inywhara alia lar your Alan producta. So ahop al Silica, tha UKa No1 Alan Spaclalli' 

SIDCUP (& Mail Order) [>9 11 11 

M r/jsWefcus, H?theri$y Ro#d, Sicfcup, Kent DA14 4DX 

LONDON Ol -9 SO 483 0 

i^n House (1st floor), 227 Tottenham Court Rd, London, WlP QHX 



Fc-i Ihi uaar who roquiraa ntn mora RAM Lnin Ini i^J or 1 D40 
£Ti otfar, Ihi naw MbGA ST nompUan iri nnw i^iilai^t 
Thaiwin two MFGA af'l, on» wflJi 2Mb OfflAJH Mid IWOflW 
wilh I rnlath* 4Mb. Bebn mw tompuEdri in? lukly oompitiba 
with in iTirg 5T'i- ind run oumntty Bmilabja ST aortwirt- Thaj 
MEGA ira itybd am an ixpinriAiUw Camtral Prrxal* "g 
Unit w.1h NHin irclillKliw* and I datiCMb* Kiy*Oafa Thry 
1ft tdppl"Ml wiHi OEM, a Ir't* moot* fifrntfdllif ajid 111 in'riE 
aa with lha 520 or "£H& P^cie in aa lonowa: 

*#ytowd J CW _ aaal Tbh IHTJ 

JHEKHSJ*MK#j.tO#fS?' . #1111 fknc MT3 

WEilA£THM*h-#rhwn'H CPU ' BUMS Uifrfto? tWtti'Wm 
If yco wouki Im *..1lw otla Ii ol im UESA STi ralum iha ooL^on bakm 




£ To: SUbca Shop Ltd, Dept M THi Mewiv Hittwtty Road, SMci^ R Kent. DAW 40X ^ 

I PLEASE SEND ME FREE LITERATURE ON THE ATARI ST | 



I 
I 
I 
I 



Hr/Mn/Mi: 
Addi 



InlUata: 



Surname: 



LONDON 

Seifridges 



01-629 1234 ext 3914 

floor), Oxford Street London, WtA 1AB 



Po»lct>de: 



Oo you Mrwady mm a tomput*r 
41 pep-, wWch vat d*> /oy nm? . 
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THINGl 



WIN A WINTER OLYMPIC HOLIDAY 
WORTH MORE THAN £2000 



I 

I 

I 




WINTER OLYMPIAD'88 

Winter Olympiad '88 is 
undoubtedly the best winter sports 
simulation to date. It features the 
, classic winter Olympic events; 
1 Ski Slalom, Giant Slalom, Two man 
\ bob, Ski-Jump, Biathalon and Speed 
\ Skating, These have been depicted 
. in a way not seen on any home 
computer before. The result is a 
phenomenally realistic and 
spell-binding game. 

I Available on the following formats; 
CBM64, BBC/ELECTRON, 
\ ATARI £9,95 
SPECTRUM, AMSTRAD, 
j^i CI 6/ +4 £7.95 
k DISK -BBC £14.95 
^ MASTER COMPACT £ 14.95 
■ ATARI 8 BIT £14.95 

ST £19.95 AMIGA £i 9.95 
IBM £19.95 




ADDISON INDUSTRIAL ESTATE ■ BLAYDON TYNE & WEAR NE2I 4TE-TEU09! 414461 



